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TRANSCRIPT OF TERRA NOVA TRIDEO NEWS 


>In the four-cycle War of the Alliance, North and South 
put aside their grievances and joined forces to repel 
Earth's Colonial Expeditionary Force. After that historic 
union, the people of Terra Nova hoped that the uneasy 
peace would continue, but it appears that in the absence 
of a common enemy, hostilities are being renewed. 

>Sources in the Badlands report that the desert border 
region has once more become the site of a secret war. 
Unacknowledged skirmishes between the forces of the 
Confederated Northern City-States and the Allied Southern 
Territories are on the rise, and third-party reports 
describe at least three Gear battles in the last week. 
CNCS and AST officials both officially deny that there 
has been any conflict to date. 

>CNCS Grand Marshal Victoria Edden-Smythe, 
Commander-in-Chief of the Northern military, announced 
yesterday that the landship Vigilance is already posted 
to the Badlands, and that additional Northern Guard units 
will be deployed "to protect against Southern imperialism 
and aggression." 

>The AST’s Lord Protector Jacques Molay, Supreme 
Commander of the Southern MILICIA, responded to 
Edden-Smythe's accusations with a public statement 
earlier today. "The Allied Southern Territories have 
always maintained a course of peace, but the presence of 
Northern Guard Gear units in the Badlands will not be 
tolerated. We will mobilize units immediately to defend 
against the encroaching North. 

>Skirmishes in the Badlands have thus far been limited to 
isolated incidents, but political analysts fear that 
hostilities will escalate. Certainly, the statements 
released by Edden-Smythe and Molay suggest that open 
warfare may soon erupt. 
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True North 
Strong and Free 

1 . me blessed to live in a land devoted 

nidividual freedom, but that freedom 
:.ri not come without sacrifice. Without 

r brave men and women who protect our 
embers against Southern imperialism, our 
ideals would soon be compromised, and our 
peep la exposed to the hedonism that runs 
r : ant to the south. 

--.ram forces proudly led the repulsion 
:: larch's invasion in the War of the 
Alliance, and our Southern brethren 
• i messed the might and power of the 
hzrrhem Guard. But since that victory, 
me AST has returned to its aggressive 
ways. 

2low more than ever the Northern Guard is 
all that stands between our farms and 
homesteads and the vicious Southern flesh- 
peddlers. In the name of the Prophet, you 
are called upon to join this elite force, 
and become a protector of our lands and 
our beliefs. The freedom that you have 
enjoyed for so long is now your 
responsibility to uphold. 



Visit Your Local 
Enlistment Office Today! 


4 




































» - mm -py 



CSTINGUISH 

YOURSELF 

.> 


We of the AST have a duty to 
the rest of our fair planet: 
to bring the Southern way of 
life to our uneducated, 
uncultured neighbors to the 
North'. When Earth' s Colonial 
Expeditionary Force darkened 
Terra Nova's skies, we joined 
forces with the Northern 
Confederacy and delivered 
them from the invaders. 


After the CEF threat was 
removed /' however, the 
thankless Northerners turned 
back to their old ways, 
growing ever more zealous in 
their militant Revisionism, 
and now would incite conflict 
with us even as their own 
people suffer from their 
constricting lifestyles of 
ignorant piety. 


It is our obligation to subdue the benighted CNCS, 
and teach them the benefits of an enlightened 
society, the Curia calls on every citizen to add 
their efforts to our noble endeavor: Enlist in the 


JOIN THE MILICIA 
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MAIN ACCESS SCREEN 
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CHOOSING A CAREER PATH 

HARVEST WIND 

THE 67TH HEAVY 6EAR REGIMENT 


FROIV1 THE DESK OF 
COLONEL ARTHUR JANUS 
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wovfUy of fUeiv covvPLAence. 

- Col. /\vfUuv J^HUS 
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VIGILANCE BRIDGE 
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GAME SELECTION 
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You will now find yourself on the 
Vigilance Bridge. The bridge is a 
landslip's center of operations, 
and contains the vessel's 
piloting, navigation, sensor and 
command crew stations. From the 
bridge, you can proceed to the 
Barracks or the Briefing Room. 


VIGILANCE BRIDGE 












































CHOOSING A CAREER PATH 
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: ' -or mission, click on the Launch button fixr 

•.frnout launching, click on the Abort mr 


THE BADLANDS 

arid, desolate wasteland that spans Tern So*a 5 es 
• :-man's-land that separates the Confederate-: Vrr« 
t- e Allied Southern Territories. Most of the oane; mat 
'•: frh and South are in the Badlands, so fre-r -: nr 
we constructed to withstand the brutal concr: nv 

r erdes the warriors who come only to fight tf»a» 
choose to make the Badlands their home. T-en an 
pioneers who eke out their existence from re : €s=r 
them, including the residents of Peace Rive' ran : u 
■••eapons for both sides of the war. 

Besides the scarcity of water, other hazards incLoe r e 
sand, volcanic ash that can eat through mete ee 
dangerous when combined with one of tee n r :n rr 
sandstorms, and packs of bandit rovers. The Ease*:: a 
best, deadly at worst, and in the battle for n~a ■ r a j 
just how deadly they can be. 


In the Barracks you can view your 
current rank, unit, medals, and 
what behaviors your Gear's AI has 
learned. See the Character 
Development section for infor¬ 
mation on these characteristics. 

In the Briefing Room, you can 

perform a number of critical 
functions before launching your 

mission. First of all, you should BARRACKS 

examine the battle map to review 
the progress of the Vigilance and 
the position of its enemies in the 
Badlands. 

You can view the briefing for the 
current mission by clicking on the 
Briefing button. Your mission 
objectives will appear on top of 
the battle map, and your current 
commander will give you verbal 
instructions for the battle. Your 
objectives will be summarized in BRIEFING ROOM 

the briefing box. 

^ After viewing the mission 

briefing, you can access further 
background intelligence by 
clicking on the Situation button. 
You will see the world map with 
additional information about the 
events surrounding your current 
mission. 

If you are about to embark on a 
mission that has been authorized 
SITUATION SCREEN for squad-mates, you may click on 

the up or down arrows in the 

squad-mate boxes to scroll through the possibilities. As a Senior Ranger, you may 
also assign Gears to your squad-mates by clicking on the left or right arrows in each 
squad-mate's Gear selection box. 
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GEAR ENGINEERING 




After viewing the mission 
briefing, you can access further 
background intelligence by 
clicking on the Situation button. 
You will see the world map with 
additional information about the 
events surrounding your current 
mission. 

If you are about to embark on a 
mission that has been authorized 
for squad-mates, you may click on 
the up or down arrows in the 
■ i~e possibilities. As a Senior Ranger, you may 
•is oy clicking on the left or right arrows in each 



THE BADLANDS 


: :esolate wasteland that spans Terra Nova's equator is a kind of 
":" s-iand that separates the Confederated Northern City-States and 
- - - red Southern Territories. Most of the battles that occur between 

South are in the Badlands, so fighting machines and transports 
: - :: - strutted to withstand the brutal conditions. 

: s: :es the warriors who come only to fight, there are also those who 
rccse to make the Badlands their home. There are several small coalitions 
:*sneers who eke out their existence from the desert and rock around 
re~i, including the residents of Peace River, where Paxton Arms constructs 
capons for both sides of the war. 

Besides the scarcity of water, other hazards include the corrosive white 
sand, volcanic ash that can eat through metal and which is especially 
dangerous when combined with one of the region's infrequent rainstorms, 
sandstorms, and packs of bandit rovers. The Badlands are inhospitable at 
best, deadly at worst, and in the battle for Terra Nova you're sure to see 
just how deadly they can be. 
















































CHOOSlNfTATmER PAT? 


TOUR OF DUTY 




Confederated Northern City States 


Tf unu choose to pursue a Tour of Duty career, you must first enter your personal 
information. Whe P n you have clicked on the Tour of Duty button, you will be taken to 
the Character screen. 



Allied Southern Territories 


The Character screen lists all pilots who are 


reqistered for Tour of Duty careers. You can identify 

3 . , -1,1. 1‘ _+-U/-V 


yourself as one of those pilots by clicking on the 
appropriate name and then clicking on the Accept 
button. To register as a new pilot, click on the New 
button. New pilots will be prompted for their 
name, allegiance (North or South), and unit. 
Unwanted pilot records can be deleted by clicking 
on the pilot name and then the Delete button. 


After exiting the Character screen, you will find 
yourself at the Command Base. From here, you may 
enter the Barracks or the Mission Command area. 


In the Barracks, you can view your current rank, 
unit, medals, and what behaviors your Gear's AI 
has learned. See the Character Development section 
for information on these characteristics. You can 
cycle through the units that are willing to accept 
you into their ranks by clicking on the previous 
and next buttons in the Unit box. To accept your 
choice of unit, click on the Exit button. 
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Allied Southern Territories 

aneer, you must first enter your personal 
^e Tour of Duty button, you will be taken to 

haracter screen lists all pilots who are 
:e'ec for Tour of Duty careers. You can identify 
esf as one of those pilots by clicking on the 
>priate name and then clicking on the Accept 
-. T o r egister as a new pilot, click on the New 
r. New pilots will be prompted for their 
: alLegiance (North or South), and unit. 
r:e*: pilot records can be deleted by clicking 
^ pilot name and then the Delete button. 

errng the Character screen, you will find 
at the Command Base. From here, you may 

re Barracks or the Mission Command area. 

r Barracks, you can view your current rank, 
'-vedais. and what behaviors your Gear's AI 
:= ~e:. See the Character Development section 
r—ation on these characteristics. You can 
'.-rough the units that are willing to accept 
treir ranks by clicking on the previous 
’•sxt outtons in the Unit box. To accept your 
5 y click on the Exit button. 


In the Mission Command area, 
you will be prompted to select the 
type of mission on which you 
would like to embark. You should 
pay particular attention to the 
state of the battle map and each 
army's current statistics. As 
territory is won or lost, the 
battle-front will be updated on 
the map. 


Injrrrc re game, a line is drawn for North and South borders, as a representation of 
re msec's that have been won and lost. You will also find important data 
jTTrrg each army's relative level in four areas: 

► DTH1I6ENCE LEVEL 

-:es ~om low to high. This value reflects each army's current knowledge of battle 
■ crons and its adversary's resources. High levels of intelligence mean more 
jBA possibilities as enemy weaknesses are discovered. To maintain your own 

r. :ence level, defend satellite uplinks, bases, and command equipment; to 
C3~=ge the enemy's intelligence, damage their corresponding installations and go 
: - Recon missions. 

► SUPPLY LEVEL 


;; * wnd 


FULL BATTLE MAP 


i 





Ranges from low to high. This value shows how well each army is equipped. Supply 
.evels are lowered when your supplies are destroyed or captured, and raised if you 
capture enemy supplies. Supply levels affect the Gears and weapons at your disposal 
in preparing for battle. 
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CH00SIN6 A CAREER PATH 


► REINFORCEMENT LEVEL 

Ranges from low to high. This value determines how often each army can reinforce 


during combat. Destroyed Gears and transports lower your reinforcement level. 


► VICTORY POINTS 

Shows each army's relative success or failure. Victory Points are won by destroying 
key bases, fulfilling mission objectives and winning important battles. 


In the Briefing Room, you can perform a number 
of critical functions before launching your mission. 
You should examine the battle map to review the 
progress of the war. 


You can view the briefing for the current mission by 
clicking on the Briefing button. Your mission 
objectives will be superimposed onto the battle 
map and your current commander will give you 
verbal instructions for the battle. Your objectives 
will be summarized in the Briefing box. 


BRIEFING ROOM 


After viewing the mission briefing, you can access further background intelligence by 
clicking on the Situation button. The mission box will then display information about 
the events surrounding your current mission. 


If you are about to embark on a mission that has been authorized for squad-mates, 
you may click on the up or down arrows in the squad-mate boxes to scroll through 
the possibilities. You may also assign Gears to your squad-mates by clicking on the 
left or right arrows in each squad-mate's Gear Selection box. 


Your own Gear can be selected by clicking on the left or right arrows underneath the 
picture of the rotating Gear. Should you want to customize that Gear, click the Build 
button to proceed to Gear Engineering. See the Gear Engineering section for further 
information on customizing a Gear. If you want to delete the current Gear from your 
choices, click the Delete button. Note that the default configuration of each Gear 
cannot be deleted. 


To begin your mission, click on the Launch button. Should you desire to exit the 
briefing area without launching, click on the Abort button. 
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•w- ‘ ~ * - r r up for a career in the online battlefield, you will be asked to 

t'lnr • : - : : - = . rformation on the Character screen. 

V Zxs-dosr ; ze-e - lists all pilots registered for 
ii jjr: . - z- • rrs. You can identify yourself as 
a* ' r - r .rs oy clicking on the appropriate 
mmt : • : :*r ricking on the Accept button. To 
r t --?* di lot, click on the New button. 

'•“** a a • . prompted for their name, 

'■ tar or South), and unit. Unwanted 
:: 2 " be deleted by clicking on the 
and then the Delete button. 


~ - * — -: re Character screen, you will be 
i ~ rr: *r the Connection Type you will be 
srriia-::ess the multiplayer battlefield. Your 
z :*•= IPX, Internet, Modem and Null Modem. 


*CD01 

--r peering modem and clicking on the Accept button, the Modem Connection 
~ * c box will appear. If you would like to dial another player, enter their phone 
• ~ : r - the text box, and select the appropriate port, baud, and dialing type. To 

dial the number, click on the Dial 


button. The progress of your 
connection will be indicated in 
the status box. 
















































NULL-MODEM 

After selecting null-modem and 
clicking on the Accept button, the 
Null-modem Connection dialog 
box will appear. Select the 
appropriate port and click on the 
Connect button. The status of 
your connection will be indicated 
in the status box. 


null-modem connection 


LAN 

Selecting LAN and clicking Accept 
will take you to the Mission 
Command screen. Before joining a 
game, you can go to the Barracks 
by clicking the Barracks button, 
or to Gear Engineering by clicking 
the Build button. See the Tour of 
Duty section for information on 
these screens. 

The games that are currently open 
for joining are listed in the left 
column of the games box. Clicking 
on a game will highlight it, and 
the players in that game will 
appear in the right column. To 
join the selected game, click on 
the 3oin Game button. 

To create a new game, click on the 
Create Game button. You will be 
prompted to enter the name of 
the game, a password (optional) 
that other players be required to 
enter before joining your game, a 
description that will be listed with 
your game, and the number of 


ini we . iri -- 3 -:: :* u 
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LAN MISSION COMMAND 


CREATE GAME 
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e game, you can chat with other players using the Chat box on the 
- — r: -Teen. To send a message, click the dark blue strip at the bottom of 
; “.oe your dispatch, and press the Enter key. You can change chat areas 
': Channel button. 


-; r a: will be included in the campaign. When you have entered the 
1 - zxk on the Accept button. 


HULL-MODEM CONNECTION 


LA V MISSION COMMAND 


CREATE GAME 


“W 
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Internet and clicking Accept will take 
1 1 " ~ - re "Server Listing" and then to the 
r . t Command screen. Before joining a game, 

.. :: :: me Barracks by clicking the 
sets : _ron, or to Gear Engineering by 
: :e Build button. Seethe Tour of Duty and 
* - - f -eering sections for information on these 

-: - : oay particular attention to the state of 
•• :e ~ap and each army's current statistics. 

ir-T-:'s won or lost, the battle-front will be 
::r.t*: on the map. This is a graphical represen- 
: * r :he missions that have been won and 
*:u will also find important data summarizing 
sc* e ~~y's relative level in four areas. 




► INTELLIGENCE LEVEL 

; e -ces Tom low to high. This value reflects each 
rrr.s current knowledge of battle conditions and 
n e : .srsary's resources. High levels of 
“e gence mean more mission possibilities as 
remy weaknesses are discovered. To maintain 
j own intelligence level, defend satellite 
-<s, bases, and command equipment; to 
: e -age the enemy's intelligence, damage their 
r~esponding installations. 

► SUPPLY LEVEL 

Ranges from low to high. This value shows how well each army is equipped. Supply 
.e\els are lowered when your supplies are destroyed or captured, and raised if you 
capture enemy supplies. Supply levels affect the gears and weapons at your disposal 
i preparing for battle. 
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CHOOSING A CAREER PATH 



► REINFORCEHENT LEVEL 

Ranges from low to high. This value determines how often each army can reinforce 
during combat. Destroyed gears and transports lower your reinforcement level. 


^ VICTORY POINTS 

Shows each army's relative success or failure. Victory Points are won by destroy 
key bases, fulfilling mission objectives, and winning important battles. 

The games that are currently open for joining are listed in the left column of the 

Games box. Clicking on a game will highlight it and the players J" 

appear in the right column. To join the selected game, click on the Join Game button. 

To create a new game, click on the Create Game button. You will be prompted to 
enter the name of the game, a password (optional) that other players will be required 
to enter to join your game, a description that will be listed wrth your game, and 
number of total missions to include in the campaign. When you have entered the 
information, dick on the Accept button. 

Before joining a game, you can chat with other players using the Chat box on the 
bottom of the screen. To send a message, click the dark blue strip at the bottom o 
the Chat box, type your dispatch, and press the Enter key. You can change chat areas 
bv clickinq the Channel button. 


LAUNCH SCREENS 



Once you are in a game, you will 
see the Briefing screen. The 
players on each side are listed at 
the top of the screen, along with 
an indication of whether they are 
ready to launch. The Gear 
selections of your allied players 
are also listed here. 


If you created the game, you have 
the choice of what type of mission 
everyone will participate in. To 

S sel^on^themissio'nbox. The type of mission and its briefing will be 


Hknlaxipri in the mission area of everyone s screen. 





















































*e—res how often each army can reinforce 
a-sports lower your reinforcement level. 
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; saected game, click on the Join Game button. 

ate Game button. You will be prompted to 
r .optional) that other players will be required 
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re campaign. When you have entered the 
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m other players using the Chat box on the 
•:e, dick the dark blue strip at the bottom of 
press the Enter key. You can change chat areas 


or:— c mission, you 

ip it r r.ot a different Gear 
• re left or right 
jicemeath the rotating 
km n mbl fou may not customize 
*mr tot rhs screen. 

• m :l : r -appy with all the 
«sr : :: one Ready button (or 
-fiLTucr outton if you are the 
,..u:r - r~rr). When all players on 
mm 3 :es a-e ready, the host can PLAYER BRIEFING 

iL r ' re that any change in mission selection on the part of the game's creator 
m jr= everyone to click their Ready buttons again to indicate acceptance of the 
ctions. 

• : re oriefing, you can chat with other players using the Chat box on the 
~ ~ :* re screen. To send a message, click the dark blue strip at the bottom of 
"r - r :ox, type your dispatch, and press the Enter key. To send messages only to 
" . ares, press the encrypt button before typing your messge. 


HOST BRIEFING 


~he type of mission and its briefing will be 
■tone's screen. 




















































GEAR ENGINEERIH6 


»he Gears you will pilot in combat were originally developed from mining and 

construction vehicles, but are now the cutting,edgeof ml J^ no ^ and 
-specially well-suited for the rough terrain and harsh conditions of the Badla . 

_ i hi i if imm' ii ___ /-n-C rf-inn-irn 



GEAR ENGINEERING 


Although there are a number of standard 
Gear configurations, you will probably 
want to construct or customize your own 
Gear. This is accomplished on the Gear 
Engineering screen. Across the top of the 
screen is an array of buttons indicating a 
Gear's various components. Clicking on a 
button displays the components for that 
category in the left hand column. Note 
that your selection of parts at any time is 
limited by your combat priority. 


GEAR DESI6N 

There are five key factors to consider when designing a Gear: 


^ LOAD VERSUS MAXIMUM LOAD 


LWUJ TE.IWUU -- 

Each chassis has a maximum load that it was designed for. If this weight is exceeded 
a impact on th. Geafs spaad. and if ax.aadad b, a l>„« amo.dt, 

on the Gear's internal structure. 


SPEED VERSUS MAXIMUM SPEED 

Each chassis' maximum speed is an absolute limit. Regardless of how powerful an 
enqine is attached, Gears built around this chassis can never exceed this rated limit. 
Conversely, if an under-powered engine is attached to the chassis, the Gear will no 
be able to attain its rated maximum speed. 


► ARMOR AND STRUCTURE 


W ftRrtUK nn u 

Each piece of a Gear is armored. As long as the armor value in a particular region 
exceeds the penetration value of a shot hitting that region, the shot vnll do no 
damage. Once armor has been penetrated or depleted, damage will be applied to the 

Gear's internal structure. 
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DIG A NEW GEAR 
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be opponents. 
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funter, Gager, Jaguar, Black Ha~za 
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*scons or extremely slow. Most effective rrr 
remy targets and transmit their locatr :: re - 
o r^neuver and target, but when they dc sr«e re r 
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::~:*rent, and dragging your selectee cor 
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ENGINEERING 


c-ginally developed from mining and 
-e coring edge of military technology and 
gr^ 2 : *i and harsh conditions of the Badlands. 

Attrough there are a number of standard 
Gee' configurations, you will probably 
want to construct or customize your own 
Sea'. This is accomplished on the Gear 
Engineering screen. Across the top of the 
£ ueen is an array of buttons indicating a 
Gear's various components. Clicking on a 
button displays the components for that 
category in the left hand column. Note 
that your selection of parts at any time is 
.-—ted by your combat priority. 


y cer’gning a Gear: 


*as designed for. If this weight is exceeded, 
”5 steed, and if exceeded by a large amount, 


i*£ Dmit Regardless of how powerful an 
■ 5 chassis can never exceed this rated limit, 
s attached to the chassis, the Gear will not 


•s re armor value in a particular region 
-ring that region, the shot will do no 
: :r depleted, damage will be applied to the 



~ ~es neavy a hand-held weapon can be fired without recoil. 

:.*:: «rck when fired, and can make it difficult to keep the cross- 


► ~*l~- UD SENSORS 

■tilfrs * s - £ stealth rating that affects the range at which it will show up on 
— hi e s: s • 5 *Larly, each Gear has a sensor rating that determines how sensitive 
• : e r the presence enemies. 

jE*’IN6 A NEW 6EAR 

1 -- r : - 7 * Gear, first click the Clear button. This will clear the Gear Construction 

t m. : .: j are ready to begin selecting components. 

*** ~ ■ :: “oonent that must be selected for a Gear is its torso. Click on the Torso 
jiCKirr r re* the available torsos. The torso determines what type of Gear you are 
: “Scout, Battle, Support, or Strider. Keep in mind that the availability of 
nr- : £ ~ £ governed by your combat priority and current supply status, so not all 
m ms x'r a..vays available. 

k Jr Jieetah, Cheetah MK 2 , Iguana, Gila) are light, fast Gears designed to outrun 
re ’ 6 =.'er opponents. 

j kc's (Hunter, Jager, Jaguar, Black Mamba, Hunter XMG, Gold Mamba) are 
: £:; re most versatile. Though capable of carrying heavy arms, they are still 

~y~ 2 r ran most. 

j ::;r Si ears (Grizzly, Spitting Cobra, Kodiak, King Cobra) are highly armored, slow 
- : _: ch can carry heavy weapon loads. They function best when paired with a 

•err Gear. 

r :r: Mammoth, Naga) are the heaviest Gears, equipped with massive long-range 
ir£:: ns but extremely slow. Most effective when grouped with a Scout, who can lock 
•:: enemy targets and transmit their location to the heavy Gear. They are difficult 
:: -aneuver and target, but when they do strike the impact is devastating. 

era torso by clicking on it and dragging it into the construction window. Now you 
i£ - continue your construction by clicking the buttons corresponding to each 
:: - oonent, and dragging your selected component into the Gear Construction 
_ aow. A Gear must have a torso, head, arms, legs, and an engine before it is usable 
combat. 
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As you construct, you can replace components by simply dragging different choices 

into the Gear Construction Window. If you wish to delete a piece, click the piece and 
then click the Delete button. You can rotate your Gear in the Gear Construction 
Window using the left and right arrow keys on your keyboard. 


Each piece can be further 
customized by clicking on it and 
then clicking the Details button. 

This will cause the Gear Construction 
Window to zoom in on the piece, and 
the components in the left column 
will display your customization 
options. When you have customized 
the piece to your satisfaction, click 
t-he Arrpnt hutton. 


After you've finished constructing DETAILS 

your chassis, you can use the same , 

drag and drop functionality to add a hand-held weapon and multiple body-mounted 
weapons. Be careful not to add weapons that are too powerful for your machine s 
a rms- it's Dossible to add weapons that are too big for your Gear to control. 


The final element in preparing your Gear is armor. Gears are equipped with two layers 
of armor: The bottom layer adds strength to the internal structure of the Gear, while 
the top layer actually deflects shots. Select a Gear component and watch the meter to 
the riqht of the Gear Construction Window to view that component's current armor 
levels. The up and down arrows can be used to adjust the thickness of each armor 
level on that component. 


Armors have two layers. A top layer to reflect incoming fire and a lower layer to 
absorb shrapnel and shock that penetrate the top layer. 


Top Layers 

Durasheet: Used by the North; cheap and sturdy. 

• Armoplast: Used by the South; provides more protection than Durasheet but at a cost 
of reduced internal structure strength. 

• Duranium: An extremely light but expensive armor, prototyped by the North for the 
Hunter XMG. 
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DETAILS 

-"d-held weapon and multiple body-mounted 
rs that are too powerful for your machine's 
■ me too big for your Gear to control. 

: s armor. Gears are equipped with two layers 
r.‘ to the internal structure of the Gear, while 
ie.ec: a Gear component and watch the meter to 
ido* to view that component's current armor 
: „sed to adjust the thickness of each armor 

: *eflect incoming fire and a lower layer to 
rate me top layer. 


a"d sturdy. 

et ~ 3 r e protection than Durasheet but at a cost 
•e'T.e armor, prototyped by the North for the 


\mrsm _?^s 

of metals, an Alloy layer adds strength but will weigh down your Gear. 

- ri - - 3 r metal, half plastics and ceramics, this composite layer is a good 

: ~ :e rerween weight and protection. 

inr r L:re~ely light, a Ceramics layer adds a minimal amount of protection for 

nmur nB- 

• |B • :. a satisfied with your Gear design, you can click in the text box in the Gear 
- - Window to name your Gear and click Accept. Your new design will now 

• - ~ r: r: j8 from the Briefing screen. 

CUIFYING AN EXISTING GEAR 

^ - = E'mneering screen always starts by displaying the currently selected Gear in 

- - hsr instruction Window. This Gear can be modified just like a new Gear. If you 
a' i tmso into the Gear Construction Window, its construction will be started from 

■- If you drag any other component into the window, it will replace the 

■: m: currently in use on your existing Gear. 

i - - :*-'re satisfied with your Gear design, you can click in the text box in the Gear 
.. rrion Window to name your Gear. Your new design will now be accessible from 
r* 5nmng screen. 

: weapons before entering the Sim, left click on a weapon name in the upper- 

•: “ :*:x of Gear Engineering. Then assign the weapon to a group just like you would 
me battlefield, using Shift+1, Shift+2 or Shift+3. You can assign multiple 
is to the same group. All weapons start in the default, group 1. 






















































PILOTING 


P iloting a Gear requires some practice. It's highly recommended that pilots take 

advantage of training missions before going into combat, even if they have 
previous experience with other mechanized vehicles. Taking advantage of a 
Gear's agility is an acquired skill. 

Although pilots have the option to customize their controls (see the Cockpit Controb 
section of the installation guide/manual), there are two default configurators. The 
Simulation Configuration is for pilots who prefer using a throttle for speed. The Action 
Configuration is for pilots who are would rather control their movement by constantly 
pressing forward or back. 


MOVEMENT 

Throttle- When operating under the Simulation Control configuration, your Gear 
moves according to a throttle setting. When you set a fixed speed, your Gear wiU. stay 
at that speed until you change it. The throttle is set using the number keys on the 
keyboard: the 1 key is for full stop, the 0 key is for full speed, and the number keys in 
between are incremental speeds. You can increment or decrement using the minus 
and plus keys. If your joystick is equipped with a throttle, it can also set your throttle 
level. To toggle into reverse, press the ~ key or the Backspace key. 



Instant Movement: When operating under the Action Control configuration, you can 
move forward and back using the up and down arrow keys, or by pressing forward or 
back on your joystick. Holding the Shift key in combination with the forward arrow or 
forward joystick will increase speed to a run. For travel between waypoints, you 
can still use the number keys as described in the Simulation Control 
configuration, but as soon as you press forward or backward, you will revert 
to manual control. 


Wheels: Every Gear has the ability to lock its legs and roll across the 
terrain using either treads or wheels, according to how it was constructed. 
Regardless of whether you chose action or simulator control configurations, 
you can engage the treads or wheels on your Gear by pressing the W key. You 
must, however, be at half-throttle or below. Though this enables faster travel, a 
Gear is much less maneuverable when rolling. 


MANEUVERING 


► TURNING 

You can turn your Gear left or right using the arrow keys, or using your joystick. Your 
turning radius is affected by your speed, so for good maneuvering it s best to be 
moving slowly. Likewise, it's a good idea to disengage your wheels if you need make 

a sharp turn. 
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► ; UK-STEPPING 

1; r*:e*ays, you can engage the side-steo bs *x>ii 

ir* : : - - Dressing the left or right arrow. The Shrz 

: ' with left or right joystick moverne'-: v : . 

. pfulin sliding out from be" 


and sliding back to protective cover. 



► CROUCHING 

Another way to make use of surorxr' 
can crouch by holding down the Tar < 
key and pulling back on your*?/rro. 
Gear will extend to its full he ; :~ : 

up attacks. 


► rWING 

- r: r at you are knocked over by another 


e. to stand up. 



► JUMPING 

If your Gear has been equipoe: *r* 
your jets by pressing the 3 <e. : -: 
in combination with the up arron : 
is a short burst, and is never a susta*'»a: 
when vaulting over obstacles or a. : ■ 


MITIGATION 

► NAVIGATION COMPUTER 


11 * —ssions contain waypoints that have bee" r: : r 
S <ey engages your navigational compute'. Ear 
:: - outer cycles to the next waypoint; holer'": S~ : 
: es through them backwards. Waypoints a'e r m 
: r : ids. Waypoints that have already been reader «• L 
~r. nave yet to be explored have green text. 
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► rAMDING 


► OE-STEPPING 






i . relays, you can engage the side-step by holding down the 
'k ir 1 - ? impressing the left or right arrow. The Shift key in 

3 i? " ,Tth left or right joystick movement will also work. This 
m ~ . z- : nelpfulin sliding out from behind a building, loosing a 
~ and sliding back to protective cover. 


r r - ivent that you are knocked over by another Gear, you can press 
re 5 to stand up. 


► JUMPING 


If your Gear has been equipped with jump capability, engage 
your jets by pressing the J key, or by holding down the Alt key 
in combination with the up arrow or joystick forward. Jumping 
is a short burst, and is never a sustained action. It is most useful 
when vaulting over obstacles or avoiding enemies. 


► CROUCHING 

Another way to make use of surrounding cover is by crouching. You 
can crouch by holding down the Tab key, or holding down the Alt 
key and pulling back on your joystick. As soon as you release, your 
Gear will extend to its full height. This is especially useful for pop¬ 
up attacks. 


r to lock its legs and roll across the 

according to how it was constructed. 

sc =-:n or simulator control configurations, 

~ - your Gear by pressing the W key. You 

rbeto*. Though this enables faster travel, a 
lime. 
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sc mir good maneuvering it's best to be 
:: ersengage your wheels if you need to make 
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► NAVIGATION COMPUTER 

*: r. missions contain waypoints that have been laid out by the mission planners. 

t H <ey engages your navigational computer. Each time you press the N key, your 
■ ■ • ::mputer cycles to the next waypoint; holding Shift and pressing the N key 
: ces through them backwards. Waypoints are indicated visually by spinning green 
: 2 ’ends. Waypoints that have already been reached will have yellow text; waypoints 
:: ~ave yet to be explored have green text. 
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PILOTING 


► autopilot 

If your gear is equipped with an autopilot, your Gear can automatically go to the 
currently selected waypoint. To engage your autopilot, press the A key. Equip your 
Gear with autopilot capability in the Head "Details" screen in Gear Engineering. 


SENSOR DISPLAYS 


► T06GLING 

Your Gear contains a sophisticated display system that superimposes important 
systems information onto a heads-up display (HUD) so that you can refer to systems 
data instantly in combat. You can disable and enable HUD information by pressing 
the Fll key. 


► RADAR 

Your radar appears in the upper corner of your display. Your Gear is always in the 
center of the radar, and its direction is always straight up on the radar. Enemies 
appear as red blips, and friendlies appear as green blips. The radar display can be 
zoomed in by pressing the z key, and zoomed out by holding down the Shift key and 
pressing the z key. The zoom can be reset by holding down the Ctrl key and pressing 
the z key. Gears show up on radar at varying distances depending on their electronic 
warfare ratings, so be alert for visual sightings that haven't appeared on your radar; 
see the Targeting section for more information on Electronic Countermeasures. 


► COMPASS 

Surrounding the radar is a rotating compass indicating your direction. As you turn 


JUIIUUIIUIliy Uiciuuui UL..VW..M3 - r ~ P . 

your Gear, the compass shifts to represent your new heading. Waypoints and targets 
are represented on the compass as triangular icons. Absolute heading is represented 
digitally in the small box to the side of the compass. 


^ throttle indicator 

Immediately to the side of the rotating compass is a bar-graph indicating your Gear's 
throttle setting. Colors range from green to yellow to red, with blue indicating 
reverse throttle. A digital read-out of actual speed appears in the corner above the 

bar graph. 


► COMMUNICATION BOX 

The box in the top-center of your HUD lists the current objective by default 
Mission Command can change your objectives mid-mission, so pay close 
attention to it. A full list of objectives can be toggled on and off by pressing the 
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► IDEPENDENT ARTICULATION 
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r your Gear can automatically go to the 
e ,C-' autopilot, press the A key. Equip your 
-ea: 'Details" screen in Gear Engineering. 

C e :. r' aiso use the communication box to send messages to Mission 

7i i*: ytur squad-mates. A set of messages specific to your current mission, 
ere -=c jests for reinforcements and calls for air strikes, can be toggled on and 
dfc : -- :": :ie FI key. Keep in mind that mission-specific messages will change as 
|muiV r err.es change, so refer to them often. A list of commands you can transmit to 
:i. : “Btes can be toggled on and off using function keys F2 through F7. 

scay system that superimposes important 
display HUD) so that you can refer to systems 
zy £ and enable HUD information by pressing 

► TmS. DISPLAY a 

:=mage state of your Gear is indicated by the Gear diagram in the 
: corner of your HUD. Green indicates an undamaged piece, yellow 
wo b oartially damaged piece, and red indicates a critically damaged piece. 1 

% » rci nave been obliterated are indicated in black. 

► 3EHY DAMA6E OVERLAY 

1 pr of your display. Your Gear is always in the 
; ay.ays straight up on the radar. Enemies 
:: ea' as green blips. The radar display can be 
: zoomed out by holding down the Shift key and 
'=set bv nolding down the Ctrl key and pressing 
: . BV-g distances depending on their electronic 
ri-rngs that haven't appeared on your radar; 
-^nation on Electronic Countermeasures. 

f e : _ -ave an enemy vehicle targeted, its damage status is indicated by a wire- 
- -- ; me that is directly overlaid in the HUD. As with your own Gear's damage, 

: - ' riiow, and red are used to indicate damage levels. This feature can be disabled 
- -ar.ed independently from the rest of the HUD by pressing the Fll key. 

* ► I1FRARED 

c irc'ive your visibility during night missions, activate and deactivate thermal optic 
—tbc sensors by pressing the I key, if your Gear is so equipped. 

L ► LOW-LIGHT 

ss indicating your direction. As you turn 
; bsb': vour new heading. Waypoints and targets 
triangular icons. Absolute heading is represented 
e of r h e compass. 

-age mode uses magnetic resonance to detect and define the edges of objects. 
”*7-: b iDjects are then transmitted into wire-frame images. Since Low-Light mode 
; B73 immediate damage information of all Gears, it is useful in strategic targeting 
. ■: B-rvanced weapons usage. This feature can be enabled and disabled by pressing 
tne L key. 

- -: compass is a bar-graph indicating your Gear's 
t'ee- to yellow to red, with blue indicating 
r actual speed appears in the corner above the 

AIMING 

► INDEPENDENT ARTICULATION 

”* b arm, torso, and head of your Gear are independently articulated. As a result, your 

I-bb' has a wide range of angles where it can shoot. You can tell where your shots will 

QX 

*our HUD lists the current objective by default. 

:*e vcxir objectives mid-mission, so pay close 
: riecr.es can be toggled on and off by pressing the 

iand by looking at the cross-hairs in the center of your screen. This graphical aid is 
■r^Ted to as your aiming reticle. 


mk -ftr- 
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st ? rO_ r"r :: -seen p os s t i g 

r c r so r«r. re :rer: : «roer *o. 

cr £ 3 dj: re :rec. 


^riOlIC COUNTERMEASURES (EC* 

■ IIC COUNTER-COiMTEWtAS* 


- - : ngra-B slays a Large r oie" r“e:r 
"r, yy systems will obscure e r e-% Gan 
r ~;xiir r ,o~' 'a bar. However, ~c—: 

■> rtr, systems and 'see through re aa 
; e > :r ^adar display, as so*"e Gee's ml 




'•»ES Of WEAPONS 

re = .en'ety of different weapons re: .olt ! 
r refer to the Weapons Are- r* r n 
rectiLe weapons or energy wearer. 5o~- 
c amor than penetrating it, A~.e : rers 
c r overall. For a more detailed rsrsro 
re Damage section. 


► VWJNITION 

- weeDons in a Gear are constrained to a : — 2 C 

- : ■ :- r sts of energy from the Gear poae^s" 
*o*e.e r , should a pilot run out of amr? w -r: —: 
Tew weapons in the field. 


:: 'serve ammunition, pay close atre-rr 
see your fire being deflected, orhea 
s pierdng power is unable to overcoenettoi 
'. The thousandth round of r s: 

G=a* _st like the first. 


► AIM ADJUSTMENT 

If you chose the simulator cockpit configuration, the up and down arrows will move 
the targeting reticle up and down. In either configuration, you can use the comma 
and period keys to move the reticle left and right. You can also use the mouse to fu y 
control the reticle in either configuration. See Appendix A for information on 
configuration selection. 

RE-CENTERING 

Always be aware that moving the reticle causes you to look in a different direction 
than your Gear is moving. This is illustrated graphically on the radar screen by the 
two lines that form a triangle in the direction your Gear is currently looking. To re- 
center your targeting reticle, press the / key or the 5 key on the numeric keypad. 


^ TARGETING COMPUTER 

Gears are equipped with sophisticated targeting computers that are able to 
differentiate enemies from friendly units. To target the nearest enemy, press the E 
key To cycle through friendly units, press the F key. To cycle backwards through 
friendly units, hold down the Shift key and press the F key. In similar fashion, a list 
of all targets can by cycled through using T and Shift-T. The object currently under 
the aiming reticle can be quickly targeted by pressing the Q key. 


targeting 


► TARGET BRACKETS AND INFORMATION BOX 

Once a unit has been targeted, brackets will appear around it. If the target is off¬ 
screen arrow indicators will appear on the border of the screen indicating the 
direction to turn. Attached to the current target is an information box that contains 
information about the target's range and description. 


AIMING RETICLE 

There is a variety of information associated with the aiming reticle in the center of 
the display. The reticle inherently represents the direction any shot fired will go. Its 
color indicates whether the currently selected weapon is ready to fire. Green 
indicates that the weapon is ready, but that the current target is out of range In this 
case, the phrase 'Out of range' will appear next to the reticle. Red indicates that the 
weapon is ready and the target is in range. Yellow indicates that the weapon is 
currently firing. 
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~~c-ration, the up and down arrows will move 
rTer configuration, you can use the comma 
fz and right You can also use the mouse to fully 
--'.See Appendix A for information on 


12 causes you to look in a different direction 
srated graphically on the radar screen by the 
r 'action your Gear is currently looking. To re- 
<ey or the 5 key on the numeric keypad. 


► ieromAISSAHCE AND INSPECTION 

■hr Trrce to a current target falls below 200 meters, your Gear's targeting 
■pc : able to obtain additional information about the target. The description in 

■ . ~iron box attached to the target will change to reflect this additional 

tnrw e: :r If you are required to inspect possible targets without firing on them, 

-. <?■ .our Gear so that the object is under your aiming reticle. Then press I to 

. . . r-e Targeting Information System, which will give you all available 

.about the object. 

► ELECTRONIC COUNTERMEASURES (ECM) AND 
ELECTRONIC COUNTER-COUNTERMEASURES (ECCM) 

1 e ~ : ■ : a arfare plays a large role in how effectively your targeting systems identify 
t?- - * i -.. ECM systems will obscure enemy Gears from your sensors, and can render 
e - • "Die to your radar. However, if you maintain high ECCM levels, you can 
a - ' :e e-emy systems and "see through" the electronic haze they project. Don't 
m .: z.j on your radar display, as some Gears will be able to escape its notice. 


d targeting computers that are able to 
nits. To target the nearest enemy, press the E 
yess the F key. To cycle backwards through 
e. a-d press the F key. In similar fashion, a list 
T and Shift-T. The object currently under 
;ecec by pressing the Q key. 

ORATION BOX 

tecs will appear around it. If the target is off- 
: n the border of the screen indicating the 
_"e~t target is an information box that contains 
5 arc description. 


sedated with the aiming reticle in the center of 
ri'ese-ts the direction any shot fired will go. Its 
selected weapon is ready to fire. Green 
: -c rat the current target is out of range. In this 
s y?ez' next to the reticle. Red indicates that the 
- ~ 2 ~ge. Yellow indicates that the weapon is 


CAPONS 

► *YPES OF WEAPONS 

' - 5:'ea variety of different weapons that your Gear can be outfitted with. For a 
: -: r.e list, refer to the Weapons Appendix of this manual. Broadly, weapons are 

- r r s'Djectile weapons or energy weapons. Some weapons are more effective at 
« -: "ig armor than penetrating it, while others will penetrate armor without 

it overall. For a more detailed discussion of saturation and penetration, 

:d the Damage section. 

► MUNITION 

* -eaoons in a Gear are constrained to a limited number of shots. Energy weapons 

- :' Dursts of energy from the Gear's power-plant, and therefore are not unlimited. 

- *e 5' should a pilot run out of ammunition mid-mission, it is possible to pick up 
m reasons in the field. 

*: e-, e ammunition, pay close attention when first firing a weapon at an enemy; 

■ :u see your fire being deflected, or hear it bounce off your opponent, the 
ms:: is piercing power is unable to overcome the enemy's armor. Switch to another 
05 :: - . The thousandth round of machine gun fire will bounce off a heavily armored 
as" jst like the first. 
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PILOTING 


► PICK-UP AND DROP 

A Gear's hand-held weapon can be dropped by holding down the P key. Likewise, new 
weapons can be obtained by standing over them and holding down the P key. In the 
event the pilot desires to swap the current hand-held weapon for one that their Gear 
is standing over, holding down the P key will result in an exchange of weapons. 


► INDIRECT FIRE 

Indirect weapons, such as grenades and mortars, are fired along an arc, and so do 
not require that you have a target in your visual sights in order to fire on it. Once you 
have locked on to a target, the reticle will give you the target's range. Once an 
indirect weapon is selected, the weapon will display another range. Using the up and 
down arrows, adjust the angle of the weapon until its range matches that of your 
target (a flashing arrow will indicate which direction to move the reticle to match the 
current target's range), then fire by pressing Enter. Mortars will lock onto a target 
and home in on it when fired, but grenades do not have homing capabilities. 


► WEAPONS DISPLAY 

Each weapon on a Gear is represented graphically in the HUD. Along with the 
weapon's ID, the current ammunition count is listed. The currently selected weapon is 
always surrounded by a box. When a weapon is destroyed or out of ammo, it will turn 
black. 


► FIRING 

The currently selected weapon can be fired by pressing the Space Bar. To fire all 
weapons in the current weapon's group, press the; key. 


► CYCLING 

By default, the current weapon will stay selected until the pilot advances to the next 
one using the Enter key. 


► GROUPING 

It's possible to associate weapons with one another, so that they can be fired 
simultaneously. To add the currently selected weapon to a group, hold down the Shift 
key and press the 1, 2, or 3 key. Each number represents a different group. Weapon 
groupings are indicated graphically on the weapon display by color. 
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■e: jf muge 
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* =~n y jAAAGE 


ABBiisr: ■ zsTnaoc r . aftects a~r .?.*=■ s arc r 
mmmz ar : rirz -e'-zzarr 

JK# mol Zi~i~Z r z tO ZT'B 38 r Z~ '.'6 -' r*?i 

'•iBr r.’Hr'-s inoperable: weapons za~ > 
mmsns: ± za~ace to a^ea :a_se t ■ 
• " ra lead may kill you ~sza r:». r»r 


•wnacF :—cerza. a-c a r mor damage:: *o_" Ser 

tin *\. :^r r ezre a massive metal reazre os. x 
WKmacw^o <eep zrack of yor Da~a:e >1:*?. * 


-covers to dodge enemy me. ryx 
~'jzjnc *z as weiL and if you're not '=r~z 


•ZarOIMT 


► Z30p:K6 


'*: z: re advanced technology of a 3 ea' 1 rsr 
re acrid around you by hourng 30*- z~e I 
■ r and press the Z key. To resez the - r: 
re Z key. 


► SLMICIN 6 


"ernes useful to quickly look ler :' -crz. 1 
:e Zone by holding down the Ctrl ce. re z 


ire zroonality is mapped to top-razs r r.zro 


► EXTERNAL VIEW 

• * eceral view of your Gear can be ture: : - an: 
me t ; s possible to zoom in and out -r~: re 
a t a:.a morn within the cockpit Nevs a":ee r- n 
Ir. <?. =md pressing the left or right ano* • a 
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::e: oy holding down the P key. Likewise, new 
:.r tnem and holding down the P key. In the 
=n “and-held weapon for one that their Gear 
?, tel -esultin an exchange of weapons. 


: -cra r s, are fired along an arc, and so do 
: _* rsual sights in order to fire on it. Once you 
r „ r. e you the target's range. Once an 
- .. cisplay another range. Using the up and 

ieapon until its range matches that of your 
r ”± ejection to move the reticle to match the 
esr-g Enter. Mortars will lock onto a target 
3 res do not have homing capabilities. 


:-a:- : cally in the HUD. Along with the 
r: : s Listed. The currently selected weapon is 
ea:<r ; s destroyed or out of ammo, it will turn 


■ one another, so that they can be fired 
electee weapon to a group, hold down the Shift 
-_mber represents a different group. Weapon 
r- weapon display by color. 


--ad by pressing the Space Bar. To fire all 
press the; key. 


i. selected until the pilot advances to the next 




OF DAMAGE 

.. - - -: r.pes of damage: saturation damage and penetration damage. 

ini c - :; - age is the weakening of armor. Close proximity to explosions causes 
i m - -.it. s internal structure. This could happen as a result of armor dissipation, 
iiie weapon types that are able to bypass armor. 

—ECTS OF DAMAGE 

~ - i=nage only affects armor levels, and thus doesn't have an immediate 
ac : - s riot Penetration damage is more insidious: shots that get past armor can 
t 12 . damage to the part of the Gear they hit. Critical hits to different areas of 
affect your Gear's functions differently. Damage to feet, legs and hips 
afe:,: jr mobility; damage to engines decrease your speed; damage to sensors 
> irrain systems inoperable; weapons can be damaged and rendered 
: - ■; e severe damage to an area may cause it to be separated from your Gear; 

— is — _ :o the head may kill you instantly. Your HUD damage display reflects an 
nor r nernal and armor damage to your Gear. 

• rioting a massive metal creature, but don't have any illusions of its 

• t sr vty. Keep track of your Damage Display and favor damaged areas. Use cover 
- sr-e maneuvers to dodge enemy fire. If you are taking damage, be sure that 

t -* cting it as well, and if you're not, retreat and regroup. 


iswpoint 


► 3XWIN6 

' 7 -': :d the advanced technology of a Gear's display systems, you can magnify your 

-. :* -fie world around you by holding down the Z key. To zoom out, hold down the 

: —: r, and press the Z key. To reset the zoom factor, hold down the Ctrl key and 

jkk* re Z key. 

► iJUCING 

: - ernes useful to quickly look left or right, without changing heading or aim. 
" ~: rr oe done by holding down the Ctrl key and the left or right arrow key. This 
x - ~ rrionality is mapped to top-hats on joysticks that feature them. 

► EXTERNAL VIEW 

- ■ eternal view of your Gear can be turned on and off by pressing the C key. Once 
rr :e. it is possible to zoom in and out using the same zoom controls as are 
• 2 Die from within the cockpit. New angles can be obtained by holding down the 
Qrt <ey and pressing the left or right arrow key. 
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s you progress through a career, certain factors will reflect your current level o ; 
achievement. 


PROMOTIONS 

Periodically, you will gain sufficient experience to be elevated in rank. As you rise in 
rank, you will be given the opportunity to command more squad-mates. 

Members of the Northern Guard are eligible for the following ranks (in ascending 
importance): 


► NORTH 


Grand Marshal 
General 
Brigadier 


Colonel 

Major 


Captain 

Lieutenant 


Sergeant Major 
Senior Sergeant 
Sergeant 


Senior Ranger 
Ranger 


Senior Corporal 
Corporal 


_ — 1 art ansi: 


Sous- 


fr t ^ 

* ? $ 


Majo r 

Adju da nt-Or-r 
Adjuca~: 
Sous-Acr-ca - : 


I £> 


Sergent 

Scus-Sergent 


coral 

Soidat 
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Grand Marshal 
General 
Brigadier 
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Colonel 

Major 


Captain 

e-Jtenant 
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IMACTER DEVELOPMENT 


an 

*err of the Southern MILICIA are eligible for the following ranks (in ascending 

mx nance): 



Lord Protector 
Lord Chancellor 
Lord Councillor 



Consul 

Sous-Prefect 



Commandant 

Sous-Commandant 



Lieutenant 

Sous-Lieutenant 



Major 

Adjudant-Chef 

Adjudant 

Sous-Adjudant 





























































CHARACTER DEVELOPMENT 




DUELIST 

Although not a rank per se, the role of Duelist is an important one. A unit's Duelist is 
its most skilled warrior, chosen to represent it in certain ritual battles where a lone 
member of a unit faces another, rather than the whole unit entering a full-scale 
melee. Each unit has only one Duelist, and there are some missions that no one elsr 
can fight. If you are selected to be your unit's Duelist, be aware of the high honor 
your commanders are bestowing on you. 


V^rthem Guard Service Ribbons-O* : 

every five missions. 


Northern Star—A high honor, t r e l : 
-no met mission objectives arc * 
-eavy fire themselves. 


Order of the Griffin—This is the Ho-r?- 
’’onor, awarded only to pilots a ho fmm 
valor in combat. 


► 2»P€RH MILICIA MEDALS 

mamwr. Southern MIUCIA are eligible tr>e ~ 


Order of Charon (black)-Rep^ese^i - 


Order of Charon (white)—Represe~ ^ 

Order of Charon (red)-Represe~ :-e 


Ruby Tear— Awarded to pilots irL'ec — 


Black Armband -Worn only by : 
Noire, known as "The Damned,' or r: .r 
Legion. 


COMBAT PRIORITY 

Another aspect of your ongoing evaluation, based on your kills in the field and 
success in meeting mission objectives. Combat Priority will decide what equipment 
you have access to, and what units you are permitted to enlist with (if you are 
pursuing a Tour of Duty or Multiplayer career). Combat priorities range from C9 (the 
lowest) to A1 (the highest), with nine grades per letter designation. 


MEDALS 

A medal is a recognition of outstanding service in the field. Different medals signify 
different accomplishments. 

► NORTHERN GUARD HEDALS 

Members of the Northern Guard are eligible for the following medals: 


Ebon Stone (coffin) -Substituted for 5 grave Ebon Stones. 


Airborne Division Badge-Awarded to pilots engaged in a rear-area 
raid operation. 


Ebon Stone (grave) -Awarded for each kill a pilot makes. 


Prophet's Blessing-Awarded to pilots who are injured in combat. 















































* t *CTER DEVELOPMENT 
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r Duetist is an important one. A unit's Duelist : 
lesent it in certain ritual battles where a lone 
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. and there are some missions that no one else 
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Htk>n, oased on your kills in the field and 
; Combat Priority will decide what equipment 
: _ a^e permitted to enlist with (if you are 
r 2 r ee r ). Combat priorities range from C9 (the 
e grades per letter designation. 


■: se">ice in the field. Different medals signify 


r; rtte for the following medals: 


warded for each kill a pilot makes. 


ostitiited for 5 grave Ebon Stones. 


lasted to pilots who are injured in combat. 


ige— - warded to pilots engaged in a rear-area 




Northern Guard Service Ribbons-One Service Ribbon is awarded for 

e**ery five missions. 

Northern Star-A high honor, the Northern Star is awarded to pilots 
*no met mission objectives and inflict heavy damage while under 
■eavy fire themselves. 

Order of the Griffin—This is the Northern Guard's most distinguished 
n onor, awarded only to pilots who have performed outstanding acts of 
valor in combat. 

* aiTHERN MILICIA MEDALS 

•me :' me Southern MILICIA are eligible for the following medals: 


Order of Charon (black)—Represents a single combat kill. 







Order of Charon (white)—Represents five kills. 


Order of Charon (red)—Represents twenty kills. 


Ruby Tear—Awarded to pilots injured in combat. 


Black Armband— Worn only by members of the infamous Legion 
Noire, known as "The Damned," or those who have served in the 
Legion. 
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CHARACTER DEVELOPMENT 


Southern MILICIA Service Ribbons-One Service Ribbon is awarded 
for every five missions. 

Crimson Sun-A highly prized award reserved for those pilots who 
have inflicted damages and accomplished mission objectives while 
under heavy enemy fire. 

Legion D'Honneur-The highest honor the southern Republican Army 
can bestow upon one of its soldiers, awarded only to those who have 
excelled beyond all others on the field of battle. 


SIS 


GEAR AI BEHAVIORS 

Throughout your career, you will carry with you a small box that contains your Gear s 
Artificial Intelligence (AI). As you gain experience in the field, your Gear will learn 
simple functions that can make piloting easier; for example, as you learn how to 
target more efficiently, your Gear will actually become more efficient at placing 
shots. The Barracks screen will show you your Gear's personality levels. While these 
traits are minor, they are always beneficial. 


~€ SIMULATION AND ACTION CONFI61 

>w ~~ _: configurations are provided: Sim.. 77 : 

Peking on the left or right arrows 
nrw icoears. 

** ~ --tion configuration is designed for » 
" : "-style games, including giant robot cc~:e: 

is ~ : - "'on is designed for players who are use:::: 


CKPIT CONTROLS 


=T'>;ZIN6 CONTROLS 


L ::7 re category of commands yo^ »ou 
: -gs for movement, select Move-~e 
' - : r .-ce you would like to use from fe : 


‘G lockpit Controls screen, you ca^ ad 
~~-uL Your customized configuration 


'f of the screen lists each possr.e eg 
■ G_7 will produce the action. The V : r 
-■= _sed in combination with the 


re setting for an action, select the a: 
:"': up a dialog box listing the possr. 
leered device. Click on the modifier = 
'"e Accept button. At any time, you r 
all controls to their default cont'ej 


G. hG SAVING, AND DELETING Oi 

^ - "■= •’S created a custom configuration ,oj ■ 

: in the Configuration box a-: :.r - 
•. : - Then, press the Save button. 

%n g • :. r.e through all the configurations that -7 = 
it • nght arrows in the Configuration bcx. A-v 
®. . will appear in this list. 


UNIT AFFILIATION 

It is an honor to be offered a position with a new unit. Some units have particular 
perks and areas of expertise, and pilots looking for specific combat experience should 
research different regiments thoroughly. For information on each unit, refer to 
Appendix D. If you choose to embark on a career as Senior Ranger Edward Scott of 
the 67th Regiment, you will not be able to switch units. 


Terra Nova's most important arms manufacturer, raxton Arms, sens wed M ui,s wuuu, 
polar confederations, to independent Badlands cities and to mercenary units with 
solid reputations. Some say that without Paxton Arms, war on Terra Nova would be 
impossible. 


Paxton has its main factory in a huge complex embedded in a rock mesa in the 
Badlands city-state of Peace River, a city which exists solely to manufacture 
weapons. However, only about half of Peace River's population is involved in military 
production. The rest of the population takes care of the day-to-day activities of a 
city-state, such as maintaining and defending the city and feeding and entertaining 
its people. 


OPTING A CONFIGURATION 

tave selected the configuration you * 3-7 r 
' e : a er right hand corner of the screen. 


















































LOPMENT" 


» Ribbons-One Service Ribbon is awarded 
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'. A"th you a small box that contains your Gear s 
: _ experience in the field, your Gear will learn 
: - g easier; for example, as you learn how to 
_ actually become more efficient at placing 
• your Gear's personality levels. While these 
•■efidaL 


ER AMD PAXTON ARMS 

•f-^acturer, Paxton Arms, sells weapons to both 
Badlands cities and to mercenary units with 
out Paxton Arms, war on Terra Nova would be 

;e cc~oLex embedded in a rock mesa in the 
= rr, .’.hich exists solely to manufacture 
:* -eace River's population is involved in military 
■: * ta<es care of the day-to-day activities of a 
: ore-.ding the city and feeding and entertaining 


*' £ N DIX A - CONTROLS 

XKPIT CONTROLS 

1 ■ t lockpit Controls screen, you can adjust what functions are controlled by 

1 "out Your customized configuration can be saved for future use. 


2 T*IZIN 6 CONTROLS 

■Mk. r:: :r :ne category of commands you would like to adjust. For example, to 
■miei: ~~ settings for movement, select Movement from the Category box. Next, 
Hfte: re :~vce you would like to use from the list in the Device box. 

I felt - aof the screen lists each possible action in the category you selected, 
pm * ir :* ■’put will produce the action. The Modifier column represents what control 
Mf- ~ - “ x used in combination with the input. 

%ir :t re setting for an action, select the action and click on the Edit button. 

« : —g up a dialog box listing the possible modifier keys and inputs for your 
sheeted device. Click on the modifier and input you would like to use, and 
1 I" "- re Accept button. At any time, you can click on the Restore Defaults 
iie ’ r :et all controls to their default configuration. 

SAVING, AND DELETING CONFIGURATIONS 

m - - *ave created a custom configuration, you may want to save it future use. 
m - ~: dick in the Configuration box and type in a name for your custom 
; r. rron. Then, press the Save button. 

u' :le through all the configurations that have been created by clicking on 
- ~ :' dght arrows in the Configuration box. Any custom configurations you 

m • rerred will appear in this list. 

~€ SIMULATION AND ACTION CONFIGURATIONS 

'» :Jt configurations are provided: Simulation and Action. These can be 

* sc?: oy clicking on the left or right arrows in the configuration box until their 
line so Dears. 

- . “-iation configuration is designed for players who are used to the controls for 

* - ir:n-style games, including giant robot combat simulations. The Action 

i ~ ;iffation is designed for players who are used to the controls for first-person 


mIC£PTIN6 A CONFIGURATION 

-~t- ,ou have selected the configuration you want to use, click on the Accept button 
* ~r .ower right hand corner of the screen. 
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CH JOYSTICK 


CONTROL CONFIGURATIONS 


Fire Weapon 
■— Target Item Under Reticle 
Cycle Weapon 


Torso Movement 


* 30SOFT SIDEWINDER 


Target Under Reticle 


Fire Weapon 


"nrottle Controls 


'-«THASTER JOYSTICK 


Target Under Reticle 


Fire Weapon 


Cycle Weapon Group 


Pilot Eye Control 
Target Nearest Enemy 











































CONFIGURATIONS 

DURATIONS 




Pilot Eye Control 
Target Nearest Enemy 

Fire Weapon 


*:UIX B - CONFIGURATIONS 




fits TF T SIDEWINDER 


'■rSTMASTER JOYSTICK 


Cycle Weapon Group 


Fire Active Weapon 



Pilot Eye Control 
Select Weapon 
Target Nearest Enemy 



Pilot Eye Control 
Target Item Under Reticle 
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Target Nearest Enemy 
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APPENDIX B - CONFIGURATIONS 


RUDDER PEDALS 




'r• >IX C - GEARS Al 


IERN GUARD 


:R 


J DESCRIPTION 

Sear has the distinction of being the c ~: e 
* ~a:~ : ne on Terra Nova. As such, it is a n_r. 

3 : an enormous popularity 
re ‘.-ojsands and found their way into tfe — rr 
*:> r s of the North. The design, slig r :. , -: :~ 
: also found in the armies of the South 


► PLICATION 


mtm* liipiir 

Hunter 

zxe: 

HACS-01MG-MP 

[B|iaiilCir~, -=*- 

North co 

E m 

General purpose 


Heavy Gear 

l^fcHSr 

4.3 m 

HEshce: iKrcnt 

6627 kg 

Bfemr • 

durasheet w/ai.:. 

1 Hi ' g-rr.’ --ickness: 

45 mm 

HEi™”. ~ —ng speed: 

41 kph 

aimg speed: 

73.8 kph 

llilMi!!' ^enc 

S-V950A V-engine 

Ini.Hi iwi 

450 hp 


► SALONS 


thin? 

Code 

Fire Arc 

Qty 

*vr-can non rifle 

LAC 

Forward 

1 

mmm JC ; 

- 

- 

240 

IP-3 =ecoerbox 

LRP/24 

Forward 

1 

mmz J? 

- 

- 

24 

M 5 *r*rade 

APGL 

Fixed 

Forward 

1 

'Wir- : 

- 

- 

6 

jP- 1 - Grenade 

HG 

Forward 

3 






















































































































THERN GUARD 


OTTER 

► f^HE DESCRIPTION 

Sear has the distinction of being the first exclusively 
* r ~achine on Terra Nova. As such, it is a sturdy, simple 
Hpht *r■e-joyed an enormous popularity in its prime. Hunters were 
ppMi:n * ' ■ r :~ousands and found their way into the military forces of 

: -=r : ons of the North. The design, slightly modified and 
<mm : : t - ; s also found in the armies of the South. 


► 7SIFICATI0N 


[to -3T€: 

Hunter 

•wiacr : t rode: 

HACS-01MG-MP 


North co 

General purpose 
Heavy Gear 

Hfrpr 

4.3 m 

M rr~Za~. weight: 

6627 kg 

Mmm w«r_erial: 

durasheet w/alloy 

Inbsote *r^or thickness: 

45 mm 

- .minq speed: 

41 kph 

- -.-.ling speed: 

73.8 kph 

«n rntr^sm 

S-V950A V-engine 

'tinraino^: 

450 hp 

► CAPONS 

Code 

Fire Arc Qty 

- -*xannon rifle LAC 

Forward 1 

-AC) 

240 

f : - -eoperbox LRP/24 

Forward 1 

J*P) 

24 

TB3e APGL 

Fixed 1 

JLTXT^ 

Forward 

--GL) 

6 

« -and Grenade HG 

Forward 3 






































































































GEARS AMD VEHICLE! 


ADIX C - GEARS AN 


IIZZLY 


► VEHICLE DESCRIPTION 

The Jaguar was intended to be the Hunter's successor in the arm^ a 
Confederation. It is faster, sports better armor and can carry hea.-s 
weaponry, all at the cost of some endurance. It was also the unit tra 
introduced the use of the VR helmet, dispensing with the bulky sens? 
and HUD of the early Hunter models. Unfortunately, the head of the a*- 
is barely large enough to contain its pilot's own head and VR helms. 

rmmhprl-han Hunters hprause of their h 3*1 I 


e:i£ DESCRIPTION 

M- ■' a: could be called a "heavy" Heavy Gea'. It 
Mbs : a - : is equaled only by the Southern Rep-:::: 5 


Jaguars are fewer in number than Hunters because of their tom 
cost, and are thus more likely to be found in elite units such as the 
infamous "Cat's Paws." 


w* - :a. because of the high torque ratio of the*'“ = ■• 
-■ns results in a slow ground speed. 

1 - . - ; s also very efficient in assault squads xcs 
-' neresting characteristic is the single ~~ gun 
*:" arm, on the side of the body just above :*s» r 


::fication 


SPECIFICATION 


Code name: 


Jaguar 


Production code: 


HACS-02MG-MPS 

Manufacturer: 


Northco 


Use: 


general purpose 
Heavy Gear 

Height: 


4.6 m 


Full combat weight: 


7123 kg 


Armor material: 


durasheet w/alloy 
and ceramic 

Average armor thickness: 


51 mm 


Maximum running speed: 


53.1 kph 


Maximum rolling speed: 


81 kph 


Powerplant: 


S-V1110 V-engine 

Horsepower: 


620 hp 


► WEAPONS 

Name 

Code 

Fire Arc 

Qty 

MR25 Machinecannon 
rifle 

MAC 

Forward 

1 

Ammo (MAC) 

- 

- 

200 

RP-111 Pepperbox II 

LRP/32 

Forward 

1 

Ammo (LRP) 

- 

- 

32 

MKIV Grenade 

Launcher 

APGL 

Fixed 

Forward 

1 

Ammo (APGL) 

- 

- 

6 

M-2A Hand Grenade 

HG 

Forward 

6 







Grizzly 

BtaHmcur ~*:e: 

HACS-02HG-MPS 

I ImBCRr 

Northco/Shaian 


Mechanics 

general purpose, 
fire support 

Heavy Gear 

5.1m 

Bli> *eiqht: 

9210 kg 

Bpiiw 

durasheet w/alloy 


and ceramic 

♦*■■■■■ ! e - :' thickness: 

70 mm 

>Mir .'"inq speed: 

40 kph 

■fe:: - i “.ling speed: 

65 kph 

t**? “LrTl: 

S-V2200Z 


V-engine 

ihnoewer 

956 hp 

► C*P0NS 

Code 

Fire Arc Qty 

■E2 -si. - . Autocannon HAC 

Forward 1 

•fire -.AC) 

120 

: 0 t Pods MRP/18 

Forward 2 

rnr-z *RP) 

3/18 

l.i^ ; ng Gun HMG 

Fixed 1 

Forward 

w 

200 

:mar Unit HGM 

Forward 1 

HGM) 

6 









































































































EARS AND VEHICLE 


CSCRIPTIOH 

:a'ced to be the Hunter's successor in the armies fl 
: sports better armor and can carry heavier 

■ e :: st of some endurance. It was also the unit t tw. 
z -J :ne VR helmet, dispensing with the bulky scieew 
r.y Hunter models. Unfortunately, the head of the oh 
>_ gh to contain its pilot's own head and VR helmet 
: 'e-’-r' i number than Hunters because of their b :mr 
Likely to be found in elite units such as the 

■2W5/ 


KIFICATION 


’*:»DIX C - 6EARS AND VEHICLES 


Jaguar 

:on code: 

HACS-02MG-MPS 

j—~.. 

Northco 

general purpose 
Heavy Gear 

4.6 m 

*e : ght: 

7123 kg 

nterial: 

durasheet w/alloy 

and ceramic 

: -~or thickness: 

51 mm 

in furring speed: 

53.1 kph 

':.. ; 'g speed: 

81 kph 

Voirt: 

S-V1110 V-engine 


620 hp 


EAPORS 



Code 

Fire Arc 

Qty 

*a:~necannon 

MAC 

Forward 

1 

RAC) 

- 

- 

200 

. "rC D€"DOX II 

LRP/32 

Forward 

1 

LRP 

- 

- 

32 

Grenade 

her 

APGL 

Fixed 

Forward 

1 

APGL 

- 

- 

6 

-a'd Grenade 

HG 

Forward 

6 







aiZZLY 

* DESCRIPTION 

■Ifc m. -'at could be called a "heavy" Heavy Gear. It towers over 

m : -. ='d is equaled only by the Southern Republic's Spitting 
rzz fs a r e usually used to tow field artillery pieces, a job at 
' - 2 * :e. Decause of the high torque ratio of their main drive. 

t ris results in a slow ground speed, 
s "—.y is also very efficient in assault squads because of its 
■M = ~ ; nteresting characteristic is the single minigun bolted 
- ■: ” arm, on the side of the body just above the waist. 

► EDIFICATION 


\mm 

Grizzly 

Bpniu:zDr code: 

HACS-02HG-MPS 


Northco/Shaian 

Mechanics 


general purpose/ 
fire support 


Heavy Gear 

imm: 

5.1 m 

PUffirrcc: weight: 

9210 kg 


durasheet w/alloy 
and ceramic 

m . t i -or thickness: 

70 mm 

Nto: rnr 'jnning speed: 

40 kph 

- .r 'oiling speed: 

65 kph 


S-V2200Z 

V-engine 

imneiDwer: 

956 hp 

► CAPONS 

Code 

Fire Arc Qty 

* ■ -eavy Autocannon HAC 

Forward 1 

rnmc HAC) 

120 

1 Cxket Pods MRP/18 

Forward 2 

•irrrn; MRP) 

3/18 

: Gatling Gun HMG 

Fixed 1 

Forward 

— : HMG) 

200 

: w ortar Unit HGM 

Forward 1 

HGM) 

6 









































































































535 hp 


► CAP OHS 


Code 


Forward 


*-:::annon 


MA( 


: *: :ket Pod 


LRP/18 Forward 


IJNTERXMG 


~ . ~ : .."'g speed:72 kph 


S-V1000H V- 
engine 


— 13 Launcher APGL Fixed 1 
Forward 


- -="d Grenade HG Forward 6 


CHEETAH 


► VEHICLE DESCRIPTION 

Yet another machine evolved from the Hunter design, the Cheetah 
born out of the need for a rapid scout/strike unit at a reasonable 
The Cheetah was Shaian's first entry into the military market She 
actuator/Gear frame company, made sure the vehicle got the bes: 
actuators possible, resulting in a fast, supple machine. 

The Cheetah is lightly armored, but relies on its speed and 
maneuverability to avoid being hit. 


^ SPECIFICATION 


Code name: 

Cheetah 

Production code: 

HACS-01LG-SCT 

Manufacturer: 

Shaian Mechanics 

Use: 

Scout/recon 

Heavy Gear 

Height: 

4.3 m 

Full combat weight: 

5230 kg 

Armor material: 

durasheet w/alloy 

Average armor thickness: 

20 mm 

Maximum runninq speed: 

65 kph 

Maximum rolling speed: 

91.6 kph 

Powerplant: 

S-V820S V-engine 

Horsepower: 

425 hp 


Hunter XMG 


N-103X 


Northco 


general purpose 
Gear 


4.3 m 


weight: 


7122 kg 


Duranium 


- e~ o r thickness: 51mm 


. ~ -~ing speed: 43 kph 


€♦ 


KLE DESCRIPTION 

- ':: :een a successful Gear since its incept ” = . 

- : ::="t when building the future's most success^ 

1 - t r'rsents an upgrade able to take advantage r e 

new technology which have made • 
e "e ^rst model. 

:: s spedfications were very spedfic: the -e •• 
e: e;able as the old model, had to be eqir::e: *•- 
t eote armor, and had to feature high pero^E- :e ■ 
•:mportantly, the XMG had to be extreme.. :zi ~:: 
; ts ease of repair and maintenance. 


► EDIFICATION 


► WEAPONS 


Name 


Code Fire Arc Qty 


Ammo (LRP) _ 

M-2A Hand Grenade 


Light Autocannon 

Ammo (LAC) 

RP-109 Pepperbox 


LAC Forward 1 


LRP/24 Forward 2 


Forward 



















































































EARS AND VEHICLE 


ASCRIPTION 

« e.:.-ed from the Hunter design, the Cheea* hi 
*c a rapid scout/strike unit at a reasonab.f use 
■=-=- s first entry into the military market. S'vaa* 
e company, made sure the vehicle got the bes: 
-esutting in a fast, supple machine. 

's zghtty armored, but relies on its speed ar: 
avoid being hit. 


CIFICATION 


e: 

Cheetah 

ncode: 

HACS-01LG-SCT 

■en 

Shaian Mechanics 

Scout/recon 

Heavy Gear 

4.3 m 

c. •eight: 

5230 kg 

tenaz 

durasheet w/alloy 

" I'.ness: 

20 mm 

running speed: 

65 kph 

mg speed: 

91.6 kph 

SC 

S-V820S V-engine 

ier. 

425 hp 


WHS 



Code 

Fire Arc 

Qty 

ZQ"K)n 

LAC 

Forward 

1 

AC) 

- 

- 

240 

spoerex 

LRP/24 

Forward 

2 

kF 

- 

- 

24 

C firenade 

HG 

Forward 

6 


*:IDIX C - GEARS AND VEHICLES 

■ITER XMG 


► II DESCRIPTION 

■ ‘ s: :een a successful Gear since its inception, and success is a 
• - start when building the future's most successful Gear. The 
'resents an upgrade able to take advantage of all of the 
and new technology which have made their mark on various 
re first model. 

► Mi rycz spedfications were very specific: the new Hunter had to 
- : -edable as the old model, had to be equipped with cheaper 
Mp| warn r :.~:.e armor, and had to feature high performance electronic 
I JpR nr :. *: f? mportantly, the XMG had to be extremely standardized in 
f -fpr. tt- ; ts ease of repair and maintenance. 

► .^CIFICATION 


_ 

Hunter XMG 


!' Muiir : e code: 

N-103X 


BSuffrcurer: 

North co 



general purpose 
Gear 


4.3 m 


j El zr~Cc*. weight: 

7122 kg 


•Blur nateriaL 

Duranium 


fcr'ij r~or thickness: 

51 mm 


BMbr^ujtt inning speed: 

43 kph 


jtt riling speed: 

72 kph 


%w,Og~t: 

S-V1000H V- 
engine 


1 

535 hp 


► WEAPONS 

Code 

Fire Arc 

Qty 

9 I: -^tocannon LAC 

Forward 

1 

LAC) MAC 

- 

200 

* .: Rocket Pod LRP/18 

Forward 

1 

me LRP) 

- 

18 

** ZAP Launcher APGL 

Fixed 

Forward 

1 

- APGL) 

- 

6 

- Hand Grenade HG 

Forward 

6 


43 

































































































CHEETAH HK2 




APPENDIX C - GEARS AND VEHICLES 


i* END IX C - GEARS A 


CDIAK 


► VEHICLE DESCRIPTION 

To propose an improved version of the most popular scout vehicle - r 
North is a sure way to gain the full support of the military; to buiir t 
however, is a much more difficult task. Rather than redesigning so-r~ 
the vital components of the Cheetah, Shaian Mechanics' designers 
replaced them with new existing systems. 

The Cheetah MK 2 shows no real inspiration. Its systems have 9 
tweaked and boosted, but no major conceptual improvements have tx 
brought to the machine. This lack of originality, however, has not stos 
the prototype from performing with all of the agility and speed that : 
be expected from the Cheetah and then surpassing that. 


€*KLE DESCRIPTION 

m sc - Jie final two cycles of the war, the Kc: s« 
iffis -* peering, concentrating massive firecc•; 
- 2 was consistently thickene: r::r; = 

:' srts were extended for addition. : : .r. - : 
tSF ~ iron were upgraded to help the Kodia< ca~« - 
_ : 'e weapons and armor plating. 


► : s tCIFICATION 


► SPECIFICATION 


Code name: 


Cheetah MK2 


Production code: 


S-C2001X 


Manufacturer: 


Shaian Mechanics 

Use: 


experimental 
scout Gear 

Height: 


4.1 m 


Full combat weight: 


5212 kg 


Armor material: 
w/composite 


durasheet 


Average armor thickness: 


30 mm 


Maximum running speed: 


72 kph 


Maximum rolling speed: 


92 kph 


Powerplant: 


S-V880X+ 

V-engine 


Horsepower: 


440 hp 


► WEAPONS 

Name 

Code 

Fire Arc 

Qfy 

Light Autocannon 

LAC 

Forward 

1 

Ammo (LAC) 

- 

- 

240 

Light Rocket Pack 

LRP/24 

Forward 

1 

Ammo (LRP) 

- 

- 

24 

AP Grenade Launcher 

APG 

Fixed 

Forward 

1 

Ammo (APGL) 

- 

- 

6 

Heavy Hand Grenade 

HG 

Forward 

3 




ham -e 

Kodiak 

^ptaniiiik.— - — — 6. 

NACS-10HG-AS' 


Northco/Shafa- 

Mechanics 


heavy assault 

Gear 

Bfcqpc 

5.2 m 

■hi Bsrcc~. weight: 

10485 kg 

liter naterial: 

durasheet w/a Ley 
and ceramic 

■<*»" be i— or thickness: 

80 mm 

Pte"".~ '-nning speed: 

37 kph 

'i.iing speed: 

65 kph 

.l>i L 

S-V2202 V-engine 

•nr- ; m*’: 

1150 hp 

► CAPONS 

Code 

Fire Arc Qv, 

i 11 -III- ::elerator Energy 

Forward 1 

• ■ i'ergy Charge) - 

20 

5 - : : :<et Pod MRP/36 

Forward 1 

R? 

36 

lu v ssile Launcher AGM 

Fixed 1 

Forward 


12 

: Gatling Gun HMG 

Forward 2 

«r~-: -MG) 

200 

200 

* 7* Grenade APGL 

Forward 1 

«—m AAPGL) 

6 

j'enade HG 

Forward 6 




W _ iMSi jtit- J~3t 

BP : . , 





































































































ESCRIPTION 

•:vr: .e'sion of the most popular scout vehicle ' 
i :: - the full support of the military; to bir.: x. 

- :*e difficult task. Rather than redesigning s: - ~ Jj 
:*re Cheetah, Shaian Mechanics' designer : 

■ existing systems. 

2 shows no real inspiration. Its systems ha.r mm 
sc rut no major conceptual improvements have :espj 
rr-e. '-is lack of originality, however, has not 
reforming with all of the agility and speed that 
re 2-eetah and then surpassing that. 

[CIFICATION 


*■ e:CL£ DESCRIPTION 

■B - ' :.ie final two cycles of the war, the Kodiak was the sum of 

: - eering, concentrating massive firepower in a mobile 
e = nor was consistently thickened, especially on the front, 
BB in - : - skirts were extended for additional protection. The engine 
BB ~ :n were upgraded to help the Kodiak carry nearly one and a 
m.. ~: .-.eapons and armor plating. 

► DEIFICATION 


fgr 

Cheetah MK2 

r roce: 

S-C2001X 



Shaian Mechanics 

experimental 
scout Gear 

4.1 m 

’.£~. A^ciit: 

5212 kg 



durasheet 


site 



: ■ :■ -ess: 

30 mm 


■ -jrnirg speed: 

72 kph 


■ ~„ : nc speed: 

92 kph 


rt: 

S-V880X+ 

V-engine 


l^r 

440 hp 


kPONS 

Code 

Fire Arc 

Qty 

LAC 

Forward 

1 

AC 

- 

240 

LRP/24 

Forward 

1 

;: 

- 

24 

cie Launcher APG 

Fixed 

Forward 

1 

•?2. 

- 

6 

etc G'e'-ade HG 

Forward 

3 


Juana* wre. 

Kodiak 

. * ode: 

NACS-10HG-AST 

BBifSGirtr: 

Northco/Shaian 

Mechanics 

Mb 

heavy assault 


Gear 

nr: 

5.2 m 

arse: weight: 

10485 kg 

4hRcr "Btensli 

durasheet w/alloy 


and ceramic 

BBa:- i‘~orthickness: 

80 mm 

ill.., nr .-ling speed: 

37 kph 

% *. T.. ng speed: 

65 kph 


S-V2202 V-engine 

Brascwer: 

1150 hp 

► EATONS 

Code 

Fire Arc Qty 

IB 1 . 11 Accelerator Energy 

Forward 1 

«i' : Energy Charge) - 

20 

: : ::<etPod MRP/36 

Forward 1 

MRP) 

36 

, ^'ssile Launcher AGM 

Fixed 1 

Forward 

ATM) 

12 

I fitting Gun HMG 

Forward 2 

HMG) 

200 / 

200 

Grenade APGL 

3inC-er 

Forward 1 

AAPGL) 

6 

•am: Grenade HG 

Forward 6 





























































































APPENDIX C - 6EARS AND VEHICLE! 


:N DIX C - GEARS AND ^ 


MAMMOTH 


IE-EMOTH 




► VEHICLE DESCRIPTION 

The Mammoth is the most common Stricter unit in use by the forces r 
CNCS. Originally a Norlight design, the Mammoth is now built unc-? 
license by no less than three companies throughout the Northern 
Hemisphere. The machine is rugged and tough, and its large clawe: i 
and balance plates are perfectly suited to the rocky environment of r 
North. 

The Mammoth is sturdy and well-armored, with additional ce^ 
layers protecting it against missiles and lasers. 


vA 




r/lli J 1L 


dOBr 


46 


► SPECIFICATION 


BIOI DESCRIPTION 

Wtr-~ '' 3ear transport was designed in TN 1706 by No" - :: mr 
■» i: •: _s :nat Gears could be used for more than simc.e ;r:'> 
~ version of the Behemoth, nicknamed "Big Guy.' *=: = 
Hcsz: - :-'the Gorilla transport, which was used by reg' : c'-=. 
iii t: :: transport their Prairie Dogs when they were cai.e: t 
wr - -vy repairs in homesteads. 


Code name: 


Mammoth 

Production code: 


WACS-01FS-AST 1 

Manufacturer: 


Hartmore Motor Co. 1 

Use: 


fire support/assault 1 

Height: 


6.8 m I 

Full combat weight: 


21880 kg 1 

Armor material: 


durasheet 

w/ceramic 

Average armor thickness: 


145 mm ] 

Maximum running speed: 


31 kph J 

Powerplant: 


V-Engine (x2), 1 

ceramic IC (xl) 1 

Horsepower: 


1200 hp x | 

2 , 200 hp x 1 \ 

► WEAPONS 

Name 

Code 

Fire Arc Qty J 

GU-20 Autocannon 

MAC 

Turret 1 1 

Ammo (MAC) 

- 

400 | 

KJ-16 Minigun 

LMG 

Fixed 2 | 

Forward 1 

Ammo (LMG) 

- 

1200 

Fireball II Launcher 

ATM 

Forward 1 

Ammo (ATM) 

- 

8 

SB-90 Assault Gun 

SC 

Forward 1 

Ammo (SC) 

- 

20 | 



Ur 

■ 

j] 


► : : *CIFICATI0N 


PUB* 'i'll 

Behemoth 

Banhcr ir code: 

NV-225 

WtawacLnzr. 

North co 


Gear/personnel 

transport 


9.1 m 

m z ~z i~. eight: 

52745 kg 

mmz~ wterial: 

Durasheet 
w/ceramic alloy 

|te • - i — Dr thickness: 

63.8 mm 

•ter jr *:.ling speed: 

89 kph 

■terTCTt: 

diesel 


1020 hp 

► CAPONS 

%re 


i). ill H • v i 









































































































•mi; zTcat weight: 

52745 kg 

•teller raterial: 

Durasheet 
w/ceramic alloy 

•nee rmor thickness: 

63.8 mm 

•tei - rolling speed: 

89 kph 

s H«»E r ci J 3nt: 

diesel 

tarjeower: 

1020 hp 


► WEAPONS 


CSCRIPTION 

he rrost common Strider unit in use by the forces r 
s:-jght design, the Mammoth is now built unc~ 
:*r :~-ee companies throughout the Northern 
- - :-ne is rugged and tough, and its large clawe: i 
s =re oerfectly suited to the rocky environment cr n 


:r ; s sturdy and well-armored, with additional ce 
* acainst missiles and lasers. 


SPECIFICATION 


code: 


r:*!* I 


Mammoth 


: t 


WACS-01FS-AST 


JEHEMOTH 


e:CL£ DESCRIPTION 

tew tr im Gear transport was designed in TN 1706 by Northco when it 
m : *:us that Gears could be used for more than simple sentinel 
- ■ :: version of the Behemoth, nicknamed "Big Guy," was a 
fcac : - r the Gorilla transport, which was used by regional 
• :o transport their Prairie Dogs when they were called away 
p-^avy repairs in homesteads. 


► I’ECIFICATION 


'just *cj r«e: 

Behemoth 

BteteCDcr code: 

NV-225 


Hartmore Motor Co. 


fire support/assault 


6.8 m 


■-zaz .-.eight:21880 kg 


durasheet 

w/ceramic 


seal's'thickness: 145 mm 


-jnning speed: 31 kph 


V-Engine (x2), 
ceramic IC (xl) 


1200 hp x 
2 , 200 hp x 1 


WEAPONS 


Code Fire Arc Qty 


Aijtocannon MAC Turret 1 


: teAC --400 


LMG Fixed 2 
Forward 


iflUS - -_ 1200 


; n Launcher ATM Forward 1 


- i~v - - 8 

: --- 

[iiic-.tGun SC Forward 1 


Gear/personnel 

transport 


Northco 













































































APPENDIX C - DEARS AND VEHICLES 


Powerplant: 


Horsepower: 




KLEMM 


► VEHICLE DESCRIPTION 

The Klemm is the main CNCS light battle tank. It is named after a fdsmd 
Terranovan officer of the early cycles of the Norlight Confederacy-. 

Enric Klemm, who was a tactical genius with armored vehicles. Klemir j 
designed several of the standard tactics used by the Northern Gua~ 
today. 


► CHICLE DESCRIPTION 

- : :he pride and joy of the armies of the Sror 
I i i •: main battle tank equipped with the latest *r 
■ • - - _er has served the Confederation arc rs e jk 
I - :. :.es. The Aller carries all its offensive punr • 
-: _ _ :ed at the rear of the chassis. The mass'** 1 ~ 
mine : 'eared by tank and landship crew ab'ke ~ 


L.LER 


Aller 


NT-3 


:. —:' code: 


Itemrsdurer: 


Brok Motor 


Main Battle Ta*« 


" :: ~pat weight:67880 kg 


tnmer material: Durasheet* 

ceramic 


- ~ ; :e armor thickness: 370 mm 


~ - ^ rolling speed: 


61 kph 


«*r~.ant: 


2 x AG : - 
gas turbines 


2 x 2000 r: 


* "-ecower: 


► WEAPONS 


Ammuniton 

Payload 


»e;~e.:ows Tech THOR Railgun 20 shots 


- :: - Optics Pulsed Laser Cannon 30 pulses 


T- ~~ ;o Weapons Autocannon 60 shells 


•:e':ov G6 Machinegun (X 2)_1200 carm:oe: ~ 


► :»ecification 


Use: 


Full combat weight: 


Average armor thickness: _ 125 mm 

Maximum rolling speed:67.8 kph 


Name 


RAVEN Antitank Missiles_6 missiles 


WD G997 Autocannon 


AP164 Grenade Multilauncher 16 grenades 


► SPECIFICATION 


Light Battle Tank 


2.17 m 


25650 kg 


Armor material: 


durasheet 
w/ ceramic 


NI-65 gas turbine 


Ammunition 

Payload 


200 shells 


500 hp 


► WEAPONS 


Manufacturer: 


Norlight 

Industries 


Code name: 


Klemm 


Production code: 


NT-9 


















































































6EARS AND VEHICLE: 


*l!ER 


DESCRIPTION 

r ~r n CNCS light battle tank. It is named afte r e ~rmJ 
E r r the early cycles of the Norlight Confederate *anr| 
: *=s 2 tactical genius with armored vehicles. (Germ I 
:*:^e standard tactics used by the Northern C-^e~: 


*ECIFICATION 


8fwe: 

Klemm 

Son code: 

NT-9 

dairen 

Norlight 

Industries 

Light Battle Tank 

2.17 m 

~jaz weight: 

25650 kg 

■aterial: 

durasheet 
w/ ceramic 

: e jt thickness: 

125 mm 

n roL-g speed: 

67.8 kph 

lart: 

NI-65 gas turbine 

ver. 

500 hp 


► ‘E-I(IE DESCRIPTION 

Mb ill. pride and joy of the armies of the Norlight Confederation. 

Bfeur.: T5— battle tank equipped with the latest railgun currently in 

kl ~ * e* "as served the Confederation and its allies faithfully for the 
~ The Aller carries all its offensive punch in a large blocky 
- .-ted at the rear of the chassis. The massive THOR 10 mm 
IfltffcL;..' -Ered by tank and landship crew alike for its devastating 


► SPECIFICATION 


jm isme: 

Aller 

iJuacDor code: 

NT-3 

^pjacturer: 

Brok Motor 

lie 

Main Battle Tank 

"Wsct: 

3.6 m 

:33t weight: 

67880 kg 

irer -aterial: 

Durasheet w/ 
ceramic 

mi- e:e armor thickness: 

370 mm 

%.. - -_*n rolling speed: 

61 kph 


2 x AG P-86 5 
gas turbines 

~ -ccower: 

2 x 2000 hp 


•APONS 



Ammunition 


Payload 

1 Missiles 

6 missiles 

~ Autocannon 

200 shells 

Multilauncher 

16 grenades 


► WEAPONS 

%iPT€ 

Ammunition 

Payload 

1::rellows Tech THOR Railgun 

20 shots 

Optics Pulsed Laser Cannon 

30 pulses 

«.; -nco Weapons Autocannon 

60 shells 

•:~'jov G6 Machinegun (X 2) 

1200 cartridges ea. 






' 









































































TANKER 


► VEHICLE DESCRIPTION 

Fuel is a vital commodity for troops on the march. Although mor. 

military engines can gulp down almost any liquid that ca~ ami 
their performance usually suffers unless they run on 
properly refined fuel. Armored fuel trucks such as the 
Tanker can be seen on all military bases and in convnyi 


► SPECIFICATION 


Code name: 

Tanker 

Production code: 

various 

Manufacturer: 

various 

Use: 

fuel transport 

Height: 

6.6 m 

Full combat weight: 

8200 kg 

Armor material: 

steel plating 

Average armor thickness: 

60 mm 

Maximum rolling speed: 

68 kph 

Powerplant: 

diesel engine 

Horsepower: 

250 hp 

► WEAPONS 


None 



= IVE-T0N 


•E'ICLE DESCRIPTION 

:r . >; <e the Five-Ton or the Camel have bee- ao_n: 
ic • -,-e motorized army. They are used for ; _st = 

I •fuel tanker, ammunition carrier, etc. ~ _ e ^ 
mu- - 'Dad transport and does not have off-'ce: issac 


!i*ECIFICATION 


Imp rssne: 

Five-Ton 

: - code: 

various 


various 

transport vehicle 


2.8 m 

%i a: weight: 

3100 kg 

ftm.: -eterial: 

steel plating 

‘i we iit 5"northickness: 

6 mm 

! #.; rolling speed: 

80 kph 

%mrxsnt: 

diesel engine 

tarasower: 

180 hp 


► WEAPONS 

































































DESCRIPTION 

:-*Kxrty for troops on the march. Although m:~ 
i~r-.es can gulp down almost any liquid that 3 T 
• performance usually suffers unless they run on 
"■:■='-> 'efined fuel. Armored fuel trucks such as r* 
: _ «e' can be seen on all military bases and in convopi 


6ECLE DESCRIPTION 

: <e the Five-Ton or the Camel have been around since the 
■ :*e motorized army. They are used for just about anything: 

:: niel tanker, ammunition carrier, etc. The Five-Ton is 
• *:ad transport and does not have off-road capacity. 

n 



ECIFICATION 



Tanker 

on code: 

various 

hgpr 

various 

fuel transport 

6.6 m 

:a: weight: 

8200 kg 


steel plating 

a thickness: 

60 mm 

r ~ Jng speed: 

68 kph 

src: 

diesel engine 

■er 

250 hp 


■Nfc lane: 

Five-Ton 

UtaBCkicr*:- code: 

various 

rpr* 

various 

UHr 

transport vehicle 

iHwcrt: 

2.8 m 

Hi or*cat weight: 

3100 kg 

•rii. material: 

steel plating 

Jfce ; s'mor thickness: 

6 mm 

%: - ,m rolling speed: 

80 kph 


diesel engine 

trcecower: 

180 hp 

► WEAPONS 




































































APPENDIX C - 6EARS AND VEHICL 


ANTELOPE 


► VEHICLE DESCRIPTION 

There has always been a need for a small transport vehicle capable 
limited cross-country travel: the ubiquitous "jeep," from the nar*r w i 
of the first such vehicles. They can act as courier, infantry trans:*: - 
light combat vehicles and are always inexpensive both to produce 
field. The Antelope is a design that is found in virtually every ar-et 
on the planet. 


► SPECIFICATION 


Code name: 

Antelope 

Production code: 

various 

Manufacturer: 

various 

Use: 

Light utility 
vehicle 

Height: 

0.9 m 

Full combat weight: 

900 kg 

Armor material: 

steel sheet 

Average armor thickness: 

5 mm 

Maximum rolling speed: 

92 kph 

Powerplant: 

diesel engine 

Horsepower: 

60 hp 




J ENDIX C - 6EARS A 


BOCK 




eiCLE DESCRIPTION 

: _ e chain of command is one of the :-~e:■ 
r . commander. This requires exte e 
wr veil as several advisers (both humar an: e e: 
■a - - *e -sefulinformation from the restand c_ :« > : . 

-e icmmander. The Murdock is designed as = tjcd 
.. ; lommand. Control and Communication'.r~Q£. 

xirdinating the attack and moveme^: :* :e - = 
v - ' :: ~oat groups at once over a large and extreme . 
m : a—afield. 


► :^CIFICATION 


ine Tame; 

Murdock 

j phm . ~ code: 

CV-3 

Electronics Ltd. 

JBK 

Light mobile C3 
unit 

HL7. 

3.5 m 

-: at weight: 

1670 kg 

:• “aterial: 

durasheet 

|w : rmor thickness: 

14 mm 

ifat ~ rolling speed: 

73 kph 


gas turbine 

*rr'e:>:wer: 

180 hp 


Name 

Ammunition 


Payload 

9mm Light Machine Gun 

20 rounds of 
ammo 


► WEAPONS 


Ammunition 

Payload 


I-dustries Grenade Launcher 80 grenades 






































































3 E NDIX C - GEARS AND VEHICLES 


iiRDOCK 


tSCRIPTION 

a ^eed for a small transport vehicle capaoa r 
ravel: the ubiquitous "jeep," from the ra-a i 
r res. They can act as courier, infantry transom 
^ aic are always inexpensive both to prod-:a m 
a s a cesign that is found in virtually every c~~: 


► eiCLE DESCRIPTION 

Hi ■ •: -re chain of command is one of the prime concerns of the 

Hfe-ry commander. This requires extensive communication 

■pB"- -- as well as several advisers (both human and electronic) to 
as re -seful information from the restand quickly place it in 
■tot 7 commander. The Murdock is designed as a mobile field ^ 
: Command, Control and Communication) vehicle, 

■ur - r rordinating the attack and movement of several 
wz combat groups at once over a large and extremely 
■tons icdefield. &£ 


CIFICATION 


► I?ECIFICATION 


► WEAPONS 


Ammunition 

Payload 


industries Grenade Launcher 80 grenades 


e: 

Antelope 

r coce: 

various 

irer 

various 

Light utility 
vehicle 

0.9 m 

r weight: 

900 kg 

teral: 

steel sheet 

thickness: 

5 mm 

~-*-g speed: 

92 kph 

t 

diesel engine 

en 

60 hp 


Jit- '5~r: 

Murdock 

Wm acre-" code: 

CV-3 

"HrJacurer: 

Hansens 

Electronics Ltd. 

pto 

Light mobile C3 
unit 

iffipirrc 

3.5 m 

m. ~rbat weight: 

1670 kg 

i ~ ' “aterial: 

durasheet 

to* i armor thickness: 

14 mm 

- ,-n rolling speed: 

73 kph 

*imrsrz iant: 

gas turbine 

' rccwer: 

180 hp 



Ammunition 


Payload 

: Nadrine Gun 

20 rounds of 
ammo 










































































APPENDIX C - GEARS AND VEHICLE 


SCORPION 




► VEHICLE DESCRIPTION 

The Northco-Applefish A-22 Scorpion is probably the 
number one attack helicopter, often referred to in me m 
as the "Gear's Nightmare." The kill ratio of A-22s verse; 
dPL-. often as high as 25 to 1. Its only drawbacks seem to a 

high cost of fuel and the time-consuming maintenance 
involved with such an advanced and complex craft. 




54 


► SPECIFICATION 


Code name: 


Production code: 


Manufacturer: 


Scorpion 


A-22 


Northco- 

Applefish 


Use: 

Helicopter 

gunship 

Wing span: 

13 m 

Full combat weight: 

10000 kg 

Armor material: 

durasheet w/alloy 

Average armor thickness: 

24 mm 

Maximum flight speed: 

390 kph 

Powerplant: 

Mechanics 230S turboshafts 

2 x Fulton 

Horsepower: 

2 x 2500 hp 

► WEAPONS 

Name 

Ammunition 

Payload 

M230-F Autocannon 

320 shells 

AT-6 "Damocles" Missile Rack 

2 racks of 4 
missiles ea. 

GH-8A Rocket Pod 

2 pods of 18 
rockets 


•PENDIX C - GEARS A 


IDJACKET 


► VEHICLE DESCRIPTION 

hfc %sc r: ■ r: is built by the same industrial conglome 
i! *r~ous air superiority fighter of the No r . :‘ 
m -; - common ground-attack airplane, though 


specification 


Ifen* tom: 

Redjacket 

Ihi j—: i code: 

G-7 

[fcwiiricturer: 

North co 


fighter-bombe r 


15.8 m 

oat weight: 

18900 kg 

-aterial: 

ceramite 

composite 

pence armor thickness: 

15 mm 

*... flight speed: 

1170 kph 

*w?~tant: 

4xjet engines 

fcnst 

4 x 2700 kg 


► WEAPONS 

tone 

Ammunition 

Payload 

*::0 Light Autocannon 

60 short bursts 

;«-HI Anti-Aircraft Missiles 

2 missiles 

Anti-Tank Missiles 

2 missiles 

*-c5 Anti-Gear Missiles 

8 missiles 




































































SSDJACKET 


DESCRIPTION 

~~::--:c.efish A-22 Scorpion is probably the Norjfr^ 
are attack helicopter, often referred to in tr* ja 
}-r=- s Nightmare." The kill ratio of A-22s versus Goi 
' -5 ngh as 25 to 1. Its only drawbacks seem tc 
r ^f fuel and the time-consuming maintenance 
such an advanced and complex craft. 


•ECIFICATION 


we 

Scorpion 

code: 

A-22 

dtaren 

Northco- 


Applefish 


Helicopter 


gunship 


13 m 

©a: *Nr'ght: 

10000 kg 

rate-a u 

durasheet w/alloy 

= —:' thickness: 

24 mm 

■ ftjcbt speed: 

390 kph 

art: 

2 x Fulton 

<3 230S turboshafts 



2 x 2500 hp 


APONS 


Ammunition 

Payload 

Kjzz< a-non 

320 shells 

Modes* Missile Rack 

2 racks of 4 


missiles ea. 

COST. Pod 

2 pods of 18 


rockets 


"CHICLE DESCRIPTION 

te: :«et is built by the same industrial conglomerate that built the 
ir -r *=mous air superiority fighter of the Norlight air force. It is the 
y : mcst common ground-attack airplane, though it can hold its own 
■Tie rs . 


► i’ECIFICATION 


iace -£~e: 

Redjacket 

"raEicron code: 

G-7 

%r ifadurer: 

North co 

JK 

fighter-bomber 

Wrrc scan: 

15.8 m 

*a ::-patweight: 

18900 kg 

material: 

ceramite 

composite 

+*• izi armor thickness: 

15 mm 

fei-ium flight speed: 

1170 kph 

*aw=fptant: 

4 x jet engines 

4 x 2700 kg 


► WEAPONS 


Ammunition 

Payload 

~:20 Light Autocannon 

60 short bursts 

i<-m Anti-Aircraft Missiles 

2 missiles 

*'-38 Anti-Tank Missiles 

2 missiles 

i 4 -65 Anti-Gear Missiles 

8 missiles 














































































ORCA 




► VEHICLE DESCRIPTION 

The original Orca transport (Mk 1), first built in TN1589, was inrData| j| 
for tank transport. With the advent of the Heavy Gear in TN 1678. z *si 
slightly modified into its Mk 2 incarnation and became tte “as 
common Gear transport in the Northern Hemisphere. 


SPECIFICATION 


Code name: 

Orca 

Production code: 

T-626 

Manufacturer: 

Northco-Pegasus 

Avionics 

Use: 

Gear/vehicle 

transport 

Wing span: 

27.2 m 

Full combat weight: 

100.5 tons 

Armor material: 

durasheet w/alloy 
and ceramic 

Average armor thickness: 

225 mm 

Maximum flight speed: 

628 kph 

Powerplant: 

5 x jet turbines 

Horsepower: 

2400 hp x 

4,1900 hp 

► WEAPONS 

Name 

Ammunition 

Payload 

MR25 Machinecannon Rifle 

300 


SOUTHERN MILICIA 

jASER 


■EHICLE DESCRIPTION 

:: the southern version of the successful Hjntr -s 
i cr !•: -them Republic commandos stole the design i ir'i 
: IT : lack to the Republic, which quickly usee it:: 
rr*r~ .eagues into a military alliance. 

Lstemally, the Jager looks quite different from *:n 
i - ^nded shoulders and a more refined appeal"ce. V 
- - ~owever, are practically the same as the ores *: : 


► SPECIFICATION 


are "a me: 


Jager 

“h :.~on code: 


0ACS-01M/SU 

tBruracturer: 


Territorial Ar-^s 

iBE 


General purpose 

Heavy Gear 

— 


4.3 m 

-oat weight: 


6627 kg 

: ' material: 


durasheet w a tic-. 

<a- :ie armor thickness: 


45 mm 

<fe. Hum running speed: 


35 kph 

«. - jm rolling speed: 


73 kph 

: m<*'r'mlant: 


WV-950A 

V-engine 

-Hiinepower: 


450 hp 

► WEAPONS 



tone 

Code 

Fire Arc Qtj 

:; -15 Autocannon 

LAC 

Forward 1 

.-'0 (LAC) 

- 

240 

frrcel-6 Rocket Pod 

LRP/24 

Forward 1 

--mo(LRP) 

- 

24 

-3-16 AP Launcher 

APGL 

Fixed Forwa-c 1 

--mo (APGL) 

- 

6 

-1-2 Hand Grenade 

HG 

Forward 6 






_ 




























































































1’ 9 END IX C • GEARS AND VEHICLES 


SOUTHERN HILICIA 


► CHICLE DESCRIPTION 

1,, i:er is the southern version of the successful Hunter Heavy Gear 
Iflur;, _ : :uthern Republic commandos stole the design a century ago and 

m back to the Republic, which quickly used it to force the other 
./ - - - eagues into a military alliance. 

internally, the Jager looks quite different from its northern cousin: 
fc -z -rinded shoulders and a more refined appearance. The internal 
| qr-.r'-i. however, are practically the same as the ones found on the 


► SPECIFICATION 


Ljoi -ame: 

Jager 

- -: .o'on code: 

0ACS-01M/SU 

*ar /acturer: 

Territorial Arms 

iSE 

General purpose 
Heavy Gear 

t: 

4.3 m 

. ijmbat weight: 

6627 kg 

• - ^material: 

durasheet w/alloy 

- r'=ge armor thickness: 

45 mm 

* ::"num running speed: 

35 kph 

»a.rmum rolling speed: 

73 kph 

^werplant: 

WV-950A 

V-engine 

-r'sepower: 

450 hp 

► WEAPONS 

la me Code 

Fire Arc Qty 

^-25 Autocannon LAC 

Forward 1 

^mmo (LAC) 

240 

* :>gel-6 Rocket Pod LRP/24 

Forward 1 

i-nmo (LRP) 

24 

^J3-16 AP Launcher APGL 

Fixed Forward 1 

Ammo (APGL) 

6 

HG-2 Hand Grenade HG 

Forward 6 


- 6EARS 

-—. _ J 

AND VEHICLE.' 

ICLE DESCRIPTION 

c u~ca transport (Mk 1), first built in TN1589, was initial* jm| 
- ' : : ~ With the advent of the Heavy Gear in TN 167S - m 1 
- modified into its Mk 2 incarnation and became tr-e ms; 

- E ' disport in the Northern Hemisphere. 

SPECIFICATION 


oe name: 

Orca 

odacbon code: 

T-626 

nifeturer: 

Northco-Pegasus 

Avionics 

e: 

Gear/vehicle 

transport 

rc S3c~: 

27.2 m 

- -£* .‘.eight: 

100.5 tons 

mor material: 

durasheet w/alloy 
and ceramic 

amror thickness: 

225 mm 

T:ht speed: 

628 kph 

■errcant: 

5 x jet turbines 

rsBJCwe-: 

2400 hp x 

4,1900 hp 

WEAPONS 


T€ 

Ammunition 

Payload 

:r -ecannon Rifle 

300 


















































































































APPENDIX C - GEARS AND VEHICLES 


A’PENDIX C - GEARS A 


BLACK MAMBA 


90LD MAMBA 



► VEHICLE DESCRIPTION 

The Black Mamba is a recent southern design which took the Norther 
armies by surprise. The Mamba is a totally new machine, a rugged wetM 
Gear designed to replace the earlier "Medium-class" Basilisk Heavy I-^rr 1 
as the advanced model of the Southern Alliance. 

The Mamba can be compared favorably with the North's Jagua* 
although they are very different in concept. The Mamba uses a cars-: - 
composite in its internal frame to reduce the quantity of metal needec r 
its construction. It also sports rounded composite armor to better tevfl 
incoming rounds. 




► SPECIFICATION 


Code name: 

Black Mamba 

Production code: 

0ACS-05M/SU 

Manufacturer: 

Territorial Arms 

Use: 

General purpose 
Heavy Gear 

Height: 

4.6 m 

Full combat weight: 

6230 kg 

Armor material: 

armoplast with 
composite 

Average armor thickness: 

56 mm 

Maximum running speed: 

55.4 kph 

Maximum rolling speed: 

84 kph 

Powerplant: 

WV-930TC 

V-engine 

Horsepower: 

630 hp 

► WEAPONS 

Name Code 

Fire Arc Qty 

PR-55 Autocannon MAC 

Forward 1 

Ammo (MAC) 

200 

Vogel -8 Rocket Pod LRP/32 

Forward 1 

Ammo (LRP) 

32 

GL -01 Grenade Launcher APGL 

Fixed 1 

Forward 

GL-01 Grenade Launcher APGL 

Fixed Rear 1 

Ammo (APGL) 

6/6 

HG-C4 Hand Grenade HG 

Forward 6 


► *rHICLE DESCRIPTION 

1 : :r in team worked simultaneously on a seconc : 
•: “ ;~ba, following a slightly unusual philosop r . 

| fj rca~es create a machine, see what does not w: « 
« --f■' way up to a cost-efficient solution, fee': 

0 - en worked with a second machine on the sice c' 
« i the most expensive system to solve any p'c c -r 
~ave. 

The motive system has been completely ove"= 
r : e off-road performance and without requiring 
| i- ta::e on flat terrain. A unique stealth system *=; 
p -r-ed with the heat baffling and radar-absof-e't 
lc re 'adar and visual signature of the Gold Ma~D 
- t <e part of a craggy mountain. 




► SPECIFICATION 


jQr ~ame: 


Gold MamDa 


don code: 


T-XM1500 2 


.dcturer: 


Territorial A r ' 

ns 



mountain stri 
Gear 


^ecnt 


4.6 m 


. zombat weight: 


5347 kg 


* ~:r material: 


armoplast 

w/composite 


- r'=ge armor thickness: 


58 mm 


*i . mum running speed: 


54 kph 


• ii-Tium rolling speed: 


82 kph 


d*erplant: 


WV-930TC 

V-engine 


* r-sepower: 


630 hp 


► WEAPONS 




*c~e 

Code 

Fire Arc 

•Ti 

*~dum Autocannon 

MAC 

Forward 

i 

*—no (MAC) 

- 

- 

20G 

-d-Gear Missile 
rancher 

ATM 

Forward 

2 

Ammo (ATM) 

- 

- 

2 

-eavy Hand Grenade 

HG 

Forward 

6 










































































































_ Code Fire Arc Qty 

MAC Forward 1 


agtPod LRP/32 Forward 1 
- - 32 


toe Lyncher APGL Fixed 1 
Forward 


■:-f-=,“cner APGL Fixed Rear 1 


W~ = :e HG 


-_ 6/6 

Forward 6 


► WEAPONS 


•ecHum Autocannon MAC Forward 1 


tenjc 


Code Fire Arc Qty 


-: '5 c power: 


630 hp 


•-no (MAC) 


-'7-Gear Missile 
.auncher 


ATM Forward 2 


An mo (ATM) _ 

-eavy Hand Grenade 


Forward 6 


BMENDIX C - SEARS AND VEHICLES 


SOLD MAMBA 


fSCRIPTIO* 

: a 'ecent southern design which took the N:—-?- 
“e ‘•'amba is a totally new machine, a rugce: mn 
i :^:e the earlier "Medium-class" Basilisk Hea*% m 
:a. of the Southern Alliance. 

:a- oe compared favorably with the North's Ja:^ 
referent in concept. The Mamba uses a caxx r 
: -~ a "ame to reduce the quantity of metal neeiest m 
: = -so sports rounded composite armor to bette* ari 


CIFICATION 


- 

Black Mamba 

i race: 

0ACS-05M/SU 

r&z 

Territorial Arms 

General purpose 
Fleavy Gear 

4.6 m 

7 weight: 

6230 kq 

erak 

armoplast with 
composite 

~ :* :• ^ess: 

56 mm 

speed: 

55.4 kph 

7e '3 speed: 

84 kph 


WV-930TC 

V-engine 

r; 

630 hp 


► 0iICLE DESCRIPTION 

if||" - team worked simultaneously on a second prototype for the 
%i • i-na, following a slightly unusual philosophy. Whereas most 
(■prci-es create a machine, see what does not work with it, then 
hi ~ 7 ' way up to a cost-efficient solution, the engineers on this 
PM= worked with a second machine on the side on which they would 
in: tre most expensive system to solve any problems the first machine 
«ui ‘ave. 

The motive system has been completely overhauled to really 
off-road performance and without requiring the Gear to be 
jr.g on flat terrain. A unique stealth system has been added which, 
npnrred with the heat baffling and radar-absorbent coating, has broken 
m -7 'adar and visual signature of the Gold Mamba by making it look 
m z <e part of a craggy mountain. 

► SPECIFICATION 


jce -ame: 

Gold Mamba 

r.^on code: 

T-XM1500/2 

lar /acturer: 

Territorial Arms 

jsc mountain strike 

Gear 

legit: 

4.6 m 

. - :: 7 bat weight: 

5347 kg 

Inror material: 

armoplast 

w/composite 

- e-ege armor thickness: 

58 mm 

• • ~um running speed: 

54 kph 

*: -num rolling speed: 

82 kph 

c^e^lant: 

WV-930TC 

V-engine 













































































































APPENDIX C - GEARS AND VEHICLE; 7 


6 15 ENDIX C - GEARS A 


► VEHICLE DESCRIPTION 

Although the Iguana looks somewhat like its brethren of the GP c^: 
very different in both mission capability and construction. The Ig_= 
not built around the usual composite chassis but a metal alloy one m 
armor also incorporates alloy with armoplast material 

The Iguana was conceived to replace the modified, strippec-::-* 
Basilisks that were previously used for scouting purposes. The madr -1 
small, with the pilot cramped into a tiny cockpit which occupies a :::: 
part of the main body. Tiny and fast, the Iguana is perfectly suitec :: 
recon and rapid strike missions where discretion is the norm. 


► SPECIFICATION 


Code name: 

Iguana 

Production code: 

0ACS-01L/SC 

Manufacturer: 

Territorial Arms 

Use: 

Scout/recon 

Heavy Gear 

Height: 

4.1 m 

Full combat weight: 

5100 kg 

Armor material: 

armoplast w/alloy 

Average armor thickness: 

40 mm 

Maximum running speed: 

52 kph 

Maximum rolling speed: 

84.2 kph 

Powerplant: 

WV-750TC/B 

V-engine 

Horsepower: 

360 hp 

► WEAPONS 

Name Code 

Fire Arc Qty 

Light Autocannon LAC 

Forward 1 

Ammo (LAC) 

240 

Vogel-7 Rocket Pod LRP/24 

Forward 1 

Ammo (LRP) 

24 


(IN6 COBRA 


► i^ICLE DESCRIPTION 

fc p -; 3obra was given a frightening and variec 
} m ; -= ; n weapon is the advanced PA-2X Partic.e 
a» , -: _.jer-mounted rocket pod and a back-^*:■: 
mr~ r.'ig the machine long-range hitting powe~ =£ «e- 
L - m- -: 'Dvides medium range firepower and a gar.': - - - 
j pa-sc the Spit's minigun. Among the most frigate' : 
Be -: tern battlefield. 


► SPECIFICATION 


Lx- -ame: 


King Cobra 

* on code: 


0ACS-12H/AS 

iter s* tturer: 


Territorial A'^s 

3il~< Aorks 



Isz: 


heavy assault 

Gear 

Htec-t 


5.2 m 

::mbat weight: 


10120 kg 

imir material: 


armoplast w 2_?« 
and ceramic 

%: Ete armor thickness: 


92 mm 

«^:-mum running speed: 


36 kph 

•. rmum rolling speed: 


67 kph 

^emplant: 


WV-2500TC x 
V-engine 

': mepower: 


1055 hp 

► WEAPONS 

1 tone 

Code 

Fire Arc -t» 

'■ : PA-2X Accelerator 

Energy 

Forward 1 

---io (Charge) 

- 

20 

: tel H-27 Rocket Pod 

MRP/36 

Forward 1 

--m o(MRP) 

- 

36 

r _RP-74 Rocket Pod 

HRP/24 

Forward 1 

-mo (HRP) 

- 

2- 

;rWI G-ll Gatling Gun 

HMG 

Forward 1 

---no (HMG) 

- 

200 

'--12 Guided Mortar 

HGM 

Forward 1 

Ammo (HGM) 

- 

:: 

-LB-16 Grenade Launcher 

APGL 

c orward 

1 


immo (APGL) 

- 

6 

-and Grenade 

HG 

Forward 6 

W M : 


■ 



















































































































SCRIPTION 

• <s somewhat like its brethren of the GP t i 
— ssion capability and construction. Thelcjsw* 

i -sual composite chassis but a metal alloy o-f la 
aces alloy with armoplast material 
a a :: ~ce*ved to replace the modified, strippe:-: jhir 
:: .sly used for scouting purposes. The macr re 1 
: ranped into a tiny cockpit which occupies a ::oc 
-i ~ny and fast, the Iguana is perfectly suite: 3 

• a “ss’ons where discretion is the norm. 


IFICATION 


Iguana 

code: 

0ACS-01L/SC 

rer. 

Territorial Arms 


Scout/recon 


Heavy Gear 

4.1 m 

: *»eght 

5100 kg 

r'Ta j 

armoplast w/alloy 

“-^thickness: 

40 mm 

-~~c speed: 

52 kph 

speed: 

84.2 kph 


WV-750TC/B 


V-engine 


360 hp 

OKS 

Code 

Fire Arc Qty 

LAC 

Forward 1 

240 

sec Poe LRP/24 

Forward 1 

- 

24 


• ’PENDIX C - SEARS AND VEHICLES 

KING COBRA 


► CHICLE DESCRIPTION 

1 1 , -; lobra was given a frightening and varied array of weaponry. The 
€ -= ; n weapon is the advanced PA-2X Particle Accelerator, backed up 

•:. der-mounted rocket pod and a back-mounted rocket rack, the 
rvig the machine long-range hitting power as well. A guided 
Brora' :*:vides medium range firepower and a gatling autocannon 
«r :ne Spit's minigun. Among the most frightening sights seen on 
nm - :battlefield. 

► SPECIFICATION 


ijOE '= e: 


King Cobra 


’■ it an code: 


0ACS-12H/AS 


%r j^cturer: 
fear* A arks 


Territorial Arms 

lie 


heavy assault 

Gear 

^crt: 


5.2 m 


k ::~bat weight: 


10120 kg 


-:* material: 


armoplast w/alloy 
and ceramic 

am -:e armor thickness: 


92 mm 


« mum running speed: 


36 kph 


*. • - jm rolling speed: 


67 kph 


“mweqplant: 


WV-2500TC/X 

V-engine 

* i meoower: 


1055 hp 


► WEAPONS 

Nome 

Code 

Fire Arc 

Qty 

5WIPA-2X Accelerator 

Energy 

Forward 

1 

- m^o (Charge) 

- 


20 

shots 

: :el H-27 Rocket Pod 

MRP/36 

Forward 

1 

• i— ’,o (MRP) 

- 

- 

36 

J : -74 Rocket Pod 

HRP/24 

Forward 

1 

---o(HRP) 

- 

- 

24 

im G-ll Gatling Gun 

HMG 

Forward 

1 

i.--no(HMG) 

- 

- 

200 

"M2 Guided Mortar 

HGM 

Forward 

1 

--mo (HGM) 

- 

- 

10 

-.3-16 Grenade Launcher 
forward 1 

APGL 



mo (APGL) 


Forward 


snd Grenade 


- 



































































































SPITTING COBRA 


► VEHICLE DESCRIPTION 

The Spitting Cobra is one of the South's heavier Gear models. Itfc_r*»tl 
the usual design philosophy of the southern engineers: rounded 
composite armor and minimal metallic alloy use. Still, the vehicle ; s *“=aJ 
so its secondary movement system is a half-track model, sturdier tftai ir- 
usual wheels. 

The main function of the Spitting Cobra is to field heavy supper* 
weaponry such as mortars and light howitzers. For close defense, the 
Cobra is equipped with a shoulder-mounted, high-speed gatling ca"tr 
which, although small and short ranged, is an excellent deterrent. 


► SPECIFICATION 


Code name: 

Spitting Cobra 

Production code: 

0ACS-01H/SU 

Manufacturer: 

Territorial Arms 

Use: 

General purpose/ 
fire support 

Heavy Gear 

Height: 

5.0 m 

Full combat weight: 

8990 kg 

Armor material: 

armoplast w/alloy 
and ceramic 

Average armor thickness: 

90 mm 

Maximum running speed: 

35 kph 

Maximum rolling speed: 

62.8 kph 

Powerplant: 

WV-1500TC/ 

A V-engine 

Horsepower: 

940 hp 

► WEAPONS 

Name Code 

Fire Arc Qty 

MR60 Autocannon HAC 

Forward 1 

Ammo (HAC) 

120 

FSRP-36 Rocket Pod MRP/18 

Forward 1 

Ammo (MRP) 

18 

SCRP-98 Rocket Pod HRP/48 

Forward 1 

Ammo(HRP) 

48 

MGU-77 Minigun LMG 

Fixed 1 

Forward 

Ammo (LMG) 

400 

HG -2 Hand Grenade HG 

Forward 6 


► CHICLE DESCRIPTION 

I- -- 3 . concept behind the Gila was to make s'e: : rx 

axild get into close range with other sma ='t 
r-em up. While the Gila's size is the same ast~a I:.:- 
• :esed, the design team at Territorial Arms - as 
-:. 3 the weapons load second to none for it s s ze. 

Gila's armor was thickened to rival eve' rat y 

a -: 3 tjrning the new design into, according t: i:~z 

-rt lo monster." Lastly, the weapons were also s~e oss. 

- - re that the Gear would actually make it tc : ::a 1 
ir * a there long enough to do some damage. 


► SPECIFICATION 


iaae "ame: 


Gila 

' :.~on code: 


T-XC132 

%r .facturer: 


Territorial Anns 

c 


close assault Gea* 

*wgr t 


3.9 m 

. ::h bat weight: 


6125 kg 

inc' material: 


armoplast.*. = 

- -:e armor thickness: 


50 mm 

» -mum running speed: 


52 kph 

». • -urn rolling speed: 


100 kph 

^werplant: 

-c-e 


WV-850TC/X 

-tmepower: 


440 hp 

► WEAPONS 

tone 

Code 

Fire Arc 

-<-36 Heavy 
*ctccannon 

HAC 

Forward 1 

.rrmo(HAC) 

- 

120 

- 2 'qon-C Rocket 
.archer 

MRP 

Forward 1 

--mo (MRP) 

- 

9 

- 33 /y Hand Grenade 

HG 

Forward 3 














































































































SEARS AND VEHICLES 

w 

E DESCRIPTION 

') : r e of the South's heavier Gear models. Itba* 
F -“-osophy of the southern engineers: rounded 
or ard minimal metallic alloy use. Still, the vehicle is 
V ~: *enent system is a half-track model, sturdier r,r 1 


' -jncron of the Spitting Cobra is to field heavy suppers 
e: -ortars and light howitzers. For close defense, tte 
:e: a shoulder-mounted, high-speed gatling carmai 

• and short ranged, is an excellent deterrent. 

SPECIFICATION 



Spitting Cobra 

ertr code: 

0ACS-01H/SU 

acturer: 

Territorial Arms 

General purpose/ 
fire support 

Heavy Gear 

t 

5.0 m 

:rjs: weight: 

8990 kg 

Medal* 

armoplast w/alloy 
and ceramic 

:e =~:- sickness: 

90 mm 

um r a rr--g speed: 

35 kph 

mb ncJng speed: 

62.8 kph 

** 

WV-1500TC/ 

A V-engine 


940 hp 

CAPONS 

Code 

Fire Arc Qty 

tatoonnon HAC 

Forward 1 

'HAC) 

120 

MRP/18 

Forward 1 

(MRP 

18 

« ; z:«e: Pod HRP/48 

Forward 1 

-V 

48 

7 Ri-cjn LMG 

Fixed 1 

Forward 

JIG) 

400 

%5‘C Grenade HG 

Forward 6 


* * P E NDIX C - SEARS AND VEHICLES 

5ILA 

► CHICLE DESCRIPTION 

1 — e . concept behind the Gila was to make a rapid and small Gear 

mr 7 :: -Id get into close range with other small and medium Gears, and 
a*** r>em up. While the Gila's size is the same as the Iguana upon which 
t » zased, the design team at Territorial Arms has gone out of its way 
: ~: < e :he weapons load second to none for its size. 

The Gila's armor was thickened to rival even that of the Black 
%-:a. turning the new design into, according to some, "some kind of 
■r~i r _o monster." Lastly, the weapons were also shielded, ensuring 
mo -ore that the Gear would actually make it to close range and 
ht r e there long enough to do some damage. 


► SPECIFICATION 


jjttB ame: 

Gila 

i.crion code: 

T-XC132 

ter.facturer: 

Territorial Arms 

•tar- 

close assault Gear 

*ec-z: 

3.9 m 

•. izmbat weight: 

6125 kg 

«nc' material: 

armoplast w/alloy 

ize armor thickness: 

50 mm 

-urn running speed: 

52 kph 

•o-Tium rolling speed: 

100 kph 

***erplant: 

WV-850TC/X V- 

*rc-e 


*:“eoower: 

440 hp 


► WEAPONS 


tow 

Code 

Fire Arc 

Qty 

-<-56 Heavy 
Aucocannon 

HAC 

Forward 

1 

Ammo (HAC) 

- 

- 

120 

-rgon-C Rocket 
-i.~cher 

MRP 

Forward 

1 

Ammo (MRP) 

- 

- 

9 

- — y Hand Grenade 

HG 

Forward 

3 






























































































* :5 E ND IX C - SEARS 

VISIGOTH 


Visigoth 


ST-12 


Republics =-« 
Arsenal 


Main Battle Ta*« 


3.03 m 


::mbat weight: 


58300 kg 


armoplast 
w/alloy Ae:r~: 


325 mm 


v. -urn rolling speed: 61 kph 


^r^e-plant: 4 x electric 

ncnrs, 

2 x gas tunr~€S 


4 x 500 hp. 
2 x ic:: -: 


► WEAPONS 


A 

Payload 


L"s Co. MAGISTERII Cannon 25 shells 


: - :„blic Optics Laser Cannon 

*- : G0N-C Rocket Launcher 


30 shots 


9 rockets 


300 shells 


9 rockets 


Maximum rolling speed:88 kph 


► CHICLE DESCRIPTION 

111 :oth has been the Southern Republic's ~= ' r2. 
m - •: '.^ree generations. The tank is well likec :. *_ • 
bk • a: :-een part of almost all the major battles 
in ; *: .Dlic since it first entered service in TN 1~ l : * s 

»; - r: low hull is carried on independently-!:: - e*?:: 
r The tank's main armament is composed 

it - - SISTER II tank gun and a 40 mm rapid-fire 
it s - non for use against small targets. A sub-t~~r- 
m ?: iff the main turret houses a 15 mW lase' g-jr *: r 
I : -: anti-aircraft defense. 


► SPECIFICATION 


D-Oon code: 


v t * ,-scturer: 


- : ■ — aterial: 


1 - s:e armor thickness: 


1-397 Autocannnon 


- -RG0N-C Rocket Launcher 


APPENDIX C • GEARS AND VEHICLE 

NAGA 


Code name: 


Full combat weight: 
Armor material: 


15340 kg 


Maximum running speed:42 kph 


MT-30 Autocannon 


MAC 


Forward 


Pilum-VI Missile 
Launcher 


Forward 1 


► SPECIFICATION 


0WCS-01AS 


Production code: 


Manufacturer: Republican 

Heavy Industries 


Average armor thickness: 


106 mm 


► WEAPONS 


Name 


Code Fire Arc Qty 


Ammo (MAC) 


Use: 


Rapid deployment 
assault unit 


armoplast 
w/alloy webbing 


Powerplant: 


gas turbine x 2 


Horsepower: 


910 hp x 2 


► VEHICLE DESCRIPTION 

The Naga is the best-known strider produced by Republican He:.-. 
Industries. It is widely associated with the Republic itself, its osr 3-1 
form being featured often in Republican propaganda works. 

The Naga is designed as a high-firepower, rapid interventi:' _tbi 
It is quite maneuverable for a walker of its size. 


Ammo (ATM) 

- 

4 

Pilum-VI Missile 
Launcher 

ATM 

Forward 1 

Ammo (ATM) 

- 

4 






















































































ASCRIPTION 

~~~‘*' own strider produced by Republican Hesw 
associated with the Republic itself, its cs 
~ 3rtef11n Republican propaganda works. 

- Tarred as a high-firepower, rapid interve-r;- 
^=D.e for a walker of its size. 


ification 



Naga 

ccoe: 

0WCS-01AS 


Republican 

_ 

Heavy Industries 

Rapid deployment 
assault unit 

_ 7.1 m 

•eight: 

15340 kq 

iaL* 

armoplast 
w/alloy web bin a 

thickness: 

106 mm 

; speed: 

42 kph 

-"c speed: 

88 kph 


gas turbine x 2 


910 hp x 2 

IS 


Code 

Fire Arc Qty 

""■y MAC 

Forward 1 

- 

200~ 

be ATM 

Forward l 

- 

4 

e ATM 

Forward 1 

- 

4 


5 E HD IX C - GEARS AND VEHICLES 

aSIGOTH 


► CHICLE DESCRIPTION 

|1» : :th has been the Southern Republic's mainstay workhorse for 

: :"ee generations. The tank is well liked by all who serve with it 
a i :-een part of almost all the major battles fought by 
Mh o-oiic since it first entered service in TN 1786. The 
• i •: .ow hull is carried on independently-powered twin sets 
»ifl -rii. The tank's main armament is composed of the 140 
•" * 1 Z3TERII tank gun and a 40 mm rapid-fire 
j - non for use against small targets. A sub-turret 
:~the main turret houses a 15 mW laser gun for 
wm i ': anti-aircraft defense. 

» SPECIFICATION 


ume *=me: 

Visigoth 

" luoon code: 

ST-12 

•sr ,^-cturer: 

Republican Tank 
Arsenal 

jse. 

Main Battle Tank 

tart: 

3.03 m 

% ::mbat weight: 

58300 kg 

material: 

armoplast 
w/alloy webbing 

* - ' = :e armor thickness: 

325 mm 

%:-^um rolling speed: 

61 kph 

waplant: 

4 x electric 

Mors, 

2 x gas turbines 

icrsepower: 

4 x 500 hp, 

2 x 1000 hp 

► WEAPONS 

<*=re 

Ammunition 

Payload 

-js Co. MAGISTERII Cannon 

25 shells 

; ti.Dlic Optics Laser Cannon 

30 shots 

--RG0N-C Rocket Launcher 

9 rockets 

; -1-097 Autocannnon 

300 shells 

- ARG0N-C Rocket Launcher 

9 rockets 












































































































APPENDIX C - GEARS AND VEHICLE! 


* D ENDIX C - GEARS 


«TEMIS 


► VEHICLE DESCRIPTION 

The Hun is the premier Southern light battle tank. Named after s 
barbarian tribe of ancient Earth, it serves the Republic and its a..^: 2 . 4 
light assault and patrol vehicle. The tank is well adapted to the imam 
environmental conditions of the Southern Hemisphere. The entire - ji'ij] 
waterproof and features twin "caterpillar" drives, allowing the tarn 1 
propel itself over water at a speed of up to 12 kph. 


► •CHICLE DESCRIPTION 

■Hiie memis anti-aircraft vehicle is intended to ser* w cf 3 
I Tr^riction platform, relying on relatively a -- 
I 1 eke The four autocannons are turret-mo-'tec *' 
I -'e control computer, allowing them to z-~z~z 
w«r~ :r=dly shrapnel. 


► SPECIFICATION 


Code name: 

Hun 

Production code: 

ST -79 

Manufacturer: 

various 

Use: 

Light Battle Tank 

Height: 

2.26 m 

Full combat weight: 

24600 kg 

Armor material: 

armoplast 

w/ceramite 

Average armor thickness: 

97 mm 

Maximum rolling speed: 

71 kph 

Powerplant: 

2 x gas turbines 

Horsepower: 

2 x 670 hp 


► WEAPONS 

Name 

Ammunition 


Payload 

SRWI Tank Gun 

40 shells 

Obelisk Tech. 0-65 8 mW Laser 

10 bursts 

Vogel-N Rocket Launcher 

32 rockets 


SPECIFICATION 


Lace -ame: 

Artemis 

. : .crion code: 

AA-64 

<terjfacturer: 

various 

iSE 

anti-aircraft 

weapon 

•tecrrt: 

2.8 m 

. ::~ibat weight: 

17870 kg 

* - -jt material: 

alloy plat'c 
w/armop^st 

- - age armor thickness: 

120 mm 

*; mum rolling speed: 

59 kph 

replant: 

2 x gas turbines 

-:~epower: 

2 x 800 hp 

► WEAPONS 

lame 

Ammunf&o'" 

Payload 

. x 20 Buzzsaw Mkll Chainguns 

4 drums of 501 
belted rou-vdi 


















































































PACIFICATION 


Me: 

Hun 

zc-n code: 

ST-79 


various 

Light Battle Tank 

2.26 m 

Ae ght: 

24600 kg 

Mteria j 

armoplast 

w/ceramite 

: = ~ arthickness: 

97 mm 

■h roiling speed: 

71 kph 

iart: 

2 x gas turbines 

ymer 

2 x 670 hp 


► SPECIFICATION 


.:ce name: 

Artemis 

Auction code: 

AA-64 

jfacturer: 

various 

jse: 

anti-aircraft 
weapon platform 

height: 

2.8 m 

combat weight: 

17870 kg 

Amor material: 

alloy plating 
w/armoplast 

- erage armor thickness: 

120 mm 

Maximum rolling speed: 

59 kph 

; :.'.erplant: 

2 x gas turbines 

-: r sepower: 

2 x 800 hp 




IAPONS _ 

Ammunition 

_ Payload 

'< 3,- _ 40 shells 

V 0-65 8 mW Laser 10 bursts 

-puncher 32 rockets 


: DESCRIPTION 

Southern light battle tank. Named after a 
& accent Earth, it serves the Republic and its allies s i 
: 32: :. vehicle. The tank is well adapted to the van:** 

_ rr: ns of the Southern Hemisphere. The entire r jl « 
'ear_'es twin "caterpillar" drives, allowing the tank ~ 
r * 2 ze' at a speed of up to 12 kph. 


ARTEMIS 


► VEHICLE DESCRIPTION 

Artemis anti-aircraft vehicle is intended to service as a rugged field 
-:erdiction platform, relying on relatively simple 20 mm liquid-cooled 
-s -guns. The four autocannons are turret-mounted and slaved to the 
sm fire control computer, allowing them to fill entire areas of the sky 
me deadly shrapnel. 


► WEAPONS 


a x 20 Buzzsaw Mkll Chainguns 4 drums of 500 
belted rounds 


name 


Ammunition 

Payload 







































































QUETZAL 


► VEHICLE DESCRIPTION 

The Titan is probably the best-known Southern attack helicopte'. > 
addition to its deadly ordinance, the titan can also double as a 

f carrier, since it can carry an eight-man infantry squac. 1 
- jff gives the helicopter the ability to secure terrain objective: 
task few other choppers can accomplish. 


► VEHICLE DESCRIPTION 

:: _:-ern Republic's main air war/ground attack fig 1 
k - :~e RL-5A Quetzal first saw action during the Ea r 
a -: ell enough against Terran aircraft and tanks to : 
,11 :-e: by the Southern MILICIA as their main air sup- 
% .: ■ ; t is not as agile as the Northern P-119 (its prin 
: - e~t), its greater firepower makes it a force to be 
esc'ed with. 


► SPECIFICATION 


► SPECIFICATION 


► WEAPONS 


Code name: 

Titan 

Production code: 

HA-7 

Manufacturer: 

Marshall Avionics 

Use: 

helicopter 

gunship 

Wing span: 

11.4 m 

Full combat weight: 

17000 kg 

Armor material: 

durasheet 

w/composite 

Average armor thickness: 

45 mm 

Maximum flight speed: 

330 kph 

Powerplant: 

2 x gas turbines 

Horsepower: 

2 x 3900 hp 


jjeb "ame: 

Quetzal 

i.rroncode: 

RL-5A 

* -facturer: 

Maxim-Serpa 

1 be 

fighter-bomber 

r - : span: 

15.3 m 

combat weight: 

27000 kg 

a c r material: 

durasheet 

w/composite 

- r m:e armor thickness: 

58 mm 

*: ium flight speed: 

1920 kph 

x m*e'plant: 

2 x Grand 

^eranics 

D2500 turbojets 

*: :epower: 

2x8012 hp 

► WEAPONS 

tee 

Ammunition 

Payload 

::: -30 Autocannon 

1600 shells 

"Damocles" Missile Rack 

2 racks of 3 
missiles ea. 

- ’’--OA/g "Wuerger" Missile 

2 racks of 1 
missile ea. 

•edium Bomb Rack 

2 racks of 

1 bomb ea. 


Name 

Ammunition 

Payload 

PRF-25 Autocannon 

2400 belted shells 

Vogel-8 Rocket Pod 

4 pods of 32 


rockets ea. 

AT-6 "Damocles" Missile Rack 

2 racks of 2 


missiles ea. 

































































• 3 3 E N DIX C - 6EARS AND VEHICLES 


iJETZAL 


DESCRIPTION 

rhe best-known Southern attack helicop:-' jr 
ordinance, the titan can also double as a : :~ 
since it can carry an eight-man infantry sq.a: 1 
helicopter the ability to secure terrain objecr-ei 
-* other choppers can accomplish. 


ECIFICATION 




*e: 

Titan 

>r coce: 

HA-7 

ypr 

Marshall Avionics 

helicopter 

gunship 

K. 

11.4 m 

:•=: weight 

17000 kg 

RSfial: 

durasheet 

w/composite 

ess: 

45 mm 

^rc‘t speed: 

330 kph 

C 

2 x gas turbines 

en 

2 x 3900 hp 


Ammunition 

Payload 

OG2TflOn 

2400 belted shells 

xxet Pod 

4 pods of 32 


rockets ea. 

:: ::\a Rack 

2 racks of 2 


missiles ea. 


► CHICLE DESCRIPTION 

3: _:-ern Republic's main air war/ground attack fighter-bomber 
its - :he RL-5A Quetzal first saw action during the Earth invasion. It 
m ell enough against Terran aircraft and tanks to be officially 

■ :~r: by the Southern MILICIA as their main air supremacy weapon. 

■ . : : is not as agile as the Northern P-119 (its principal 
icn: *rit), its greater firepower makes it a force to be 
«racred with. 


► SPECIFICATION 


line lame: 

Quetzal 

::tion code: 

RL-5A 

•: - .-'acturer: 

Maxim-Serpa 

JlS£l 

fighter-bomber 

fre span: 

15.3 m 

. :ombat weight: 

27000 kg 

*cTior material: 

durasheet 

w/composite 

• -.-iqe armor thickness: 

58 mm 

•imum fliqht speed: 

1920 kph 

x T'*»erplant: 

2 x Grand 

Mechanics 

D2500 turbojets 

*:'sepower: 

2 x 8012 hp 

► WEAPONS 

vame 

Ammunition 

Payload 

:: F-30 Autocannon 

1600 shells 

AT-6 "Damocles" Missile Rack 

2 racks of 3 
missiles ea. 

^M-AOA/g "Wuerger" Missile 

2 racks of 1 

missile ea. 

Medium Bomb Rack 

2 racks of 

1 bomb ea. 























































































APPENDIX C - SEARS AND VEHICLES 


NALFISH 


r 


L 




► VEHICLE DESCRIPTION 

The Walfish is a large STOL transport vehicle used to ferry troops a*: 
material out to the front line. The aircraft has been part of the 
Southern Republic's inventory for nearly 100 cycles and hai 
been upgraded on numerous occasions. The current models 
known as the Walfish Mk 45. 


► SPECIFICATION 


Code name: 

Walfish 

Production code: 

T-45 

Manufacturer: 

Avco Aerodyne 

Use: 

aerial Gear 
transport 

Wing span: 

17.6 m 

Full combat weight: 

49000 kg 

Armor material: 

bonded composite 

Average armor thickness: 

10 mm 

Maximum flight speed: 

360 kph 

Powerplant: 

8 x jet engines 

Horsepower: 

8 x 2090 hp 


► WEAPONS 


None 


APPENDIX D - WEAPONS 


- - anges listed are field test ranges. Actus. batUefe: 
-indent upon a variety of factors. 


CANNONS 


5i7 NACHINE6UN 

Freese: 

Anti-Infantry 

"r.Tve Range: 

400 m 

■" f rati on: 

15 mm 

Icz.'acy: 

average 


~ - Jght Machine Gun is a small caliber, rapid-fire ca' ‘: * 
proses. 


€>VY MACHINE GUN 

-.rose: 

Anti-Infantry 

inactive Range: 

400 m 

Vetration: 

18 mm 

•^curacy: 

average 


-e Heavy Machine Gun is a bigger machine gur \ a : 
tp: 'e damage, but at the cost of a slightly lowe' rr :* “ a 


LIGHT AUTOCANNON 

: rpose: 

Anti-Gear/Anti-Infantr 

infective Range: 

800 m 

: rnetration: 

65 mm 

Accuracy: 

average 


_ ght Autocannons are popular weapons because :*?. \ 
"expensive to field. 










































































SEARS AND VEHICLES 


E DESCRIPTION 

2 -='r* STOL transport vehicle used to ferry troops 
::re front line. The aircraft has been part o* r* 
r" -epublic's inventory for nearly 100 cycles and has 
cc'-jed on numerous occasions. The current modej ai» 
re flatfish Mk45. 


ICATION 


Walfish 

e: 

T-45 

Avco Aerodyne 


aerial Gear 


transport 

17.6 m 

crt: 

49000 kg 

bonded composite 

^•zx-ess: 

10 mm 

speed: 

360 kph 

8 xjet enqines 

8 x 2090 hp 





















































































*r:-PERSONNEL MORTAR 


Vcose: 

Anti-Infantry 

-Arrive Range: 

800 m 

~-r-e:ration: 

15 mm 

icoiracy: 

average 

r Anti-Personnel Mortar is a small caliber 


CANNONS 


IANNONS 


MEDIUM AUTOCANNON 


Effective Range:1200 m 


Purpose: 


Anti-Gear 


Penetration: 


105 mm 


Medium Autocannons are second in popularity only to Light Autocannons. Caliber and ba~r 
length are both increased at the cost of the high rate of fire. 


DOTATION CANNON 


Effective Range:1200 m 


Penetration: 


150 mm 


Accuracy:average 


Accuracy: 


average 


Anti-Infantry/Anti-l-r:' 


HEAVY AUT0CANN0N 


400 m 

50 mm 

good 


r -agmentation Cannon's main function is tc z~?*x 


Purpose: _ Anti-Armor/Anti-Infantp 

Effective Range:_400 m_ 

Penetration:_1000 mm_ 

Accuracy:poor 


The Snub Cannon is a heavy auto-loading cannon mostly used for demolition and tank¬ 
hunting purposes. 


Purpose: 


Anti-Gear 


A large rapid-loading automatic cannon, the Heavy Autocannon is often the main armament 
of light tanks and the heavier Gear models. 


SNUB CANNON 



















































































rEAPONS" 


®>IUH AUT0CANN0N f 

I a 9€NTATI0N CANNON 

pJFpose: 

Anti-Gear 

K'jose: 

Anti-Infantry/Anti-Gear 

Effective Range: 

1200 m 

~rdve Range: 

400 m 

Penetration: 

105 mm 

Vetration: 

50 mm 

Accuracy: 

average 

f *ccjracy: 

good 


" :'.y to Light Autocannons. Caliber and barre: 
e high rate of fire. 


Autocannon is often the main armament 


SM CANNON 


E^eccSe Range: 

^eoetradon: 


Anti-Armor/Anti-Infantry 


400 m 

1000 mm 

poor 


~:stly used for demolition and tank- 


W~ 


■CM AUTOCANNON 

OfTI -PERSONNEL MORTAR 

^-ipose: 

Anti-Gear K 

: T)ose: 

Anti-Infantry 

E^ecr.e Range: ' 

1200 m A 

:~ective Range: 

800 m 

^etration: 

150 mm W 

Penetration: 

15 mm 

Accuracy: 

average 

Accuracy: 

average 
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APPENDIX D - WEAPONS 


CANNONS 


LIGHT GUIDED MORTAR 

Purpose: 

Anti-Armor 

Effective Range: 

1200 m 

Penetration: 

225 mm 

Accuracy: 

average 


The Light Guided Mortar is a low-velocity cannon that lobs its guided warheads in an arcing 
overhead trajectory. 


HEAVY GUIDED MORTAR 

Purpose: 

Anti-Armor 

Effective Range: 

1000 m 

Penetration: 

400 mm 

Accuracy: 

average 


The HGM is a heavy vehicle-mounted mortar designed for range and offensive power. 


ANTI-PERSONNEL GRENADE LAUNCHER 

Purpose: 

Anti-Infantry 

Effective Range: 

400 m 

Penetration: 

9 mm 

Accuracy: 

poor 


The APGL is a short range, small payload, low-velocity cannon. 


7k 


APPENDIX D - WEAPO 


CANNONS 


5H7 6RENADE LAUNCHER 


-.-cose: 


Anti-Infantry -t -■ ^ 


l-adve Range: 


400 m 


V aeration: 


225 mm 


-::, r acy: 


poor 


ht Grenade Launcher fills the bar:.r' e.: :* 

r-r -ndirect fire guided mortars. It's inaccurate : x 


-eavy Grenade Launcher 

Vpose: 

Anti-Vehicle 


Elective Range: 

800 m 


-enetration: 

400 mm 


-icuracy: 

poor 



- larger version of the Light Grenade Launc r e* 
a good rate of fire at the cost of accuracy. 



















































































n .i' cergned for range and offensive power. 


WI-PERSONNEL GRENADE LAUNCHER 

•"-^pose: _ Anti-Infantry 

Effective Range: _ 400 m _ 

p-rerarion: _ 9 mm _ 

Accra cy:poor 


sc. r^-^ocity cannon. 


CANNONS 


- ~"on that lobs its guided warheads in an arcing 


HEAVY GUIDED MORTAR 

—^ose: _ Anti-Armor 

Elective Range: _ 1QQQ m 

preration: _ 400 mm 

Accuracy:average 


A larger version of the Light Grenade Launcher, this weapon packs a considerable punch and 
a good rate of fire at the cost of accuracy. 


-I6ht Grenade Launcher 


LIGHT GUIDED MORTAR 


^rpose: 


Effective Range: 1200 m 


Penetration: 


Accuracy: 


average 


'-'pose: 


Anti-Infantry/Anti-Vehicle 


: : -~ective Range: _ 400 m 

penetration: 225 mm 


curacy: 


poor 


~-e Light Grenade Launcher fills the battlefield gap between the direct-fire autocannons and 
re indirect fire guided mortars. It's inaccurate but offers exceptional firepower. 


Heavy Grenade Launcher 


Anti-Vehicle 


Effective Range:800 m 


400 mm 


poor 


Anti-Armor 


225 mm 


Purpose: 


penetration: 


Accuracy: 








































































ROCKETS AND NISSIL 


cendiary Rocket Packs 


_- :se:_ Anti-Gear/Scorchec E=t 


~rdve Range: _ 400 m 

t~r: r ation: _ 170 mm 

^—acy:poor 


- :a'diary rockets carry napalm-gel warhean ="•: sr* 


^i-Tank Missile 


Anti-Armor 


:"ective Range: _ 1200 to 2000 m 

: fnetration: 625 to 900 mm 


Heavy Rocket Packs 


Anti-Armor 


Effective Range: 


1200 m 


Penetration: 


400 mm 


Accuracy: 


poor 


Heavy Rocket Packs, which use some of the largest unguided rockets on the battlefield, are 
primarily used for fire support and area saturation. 


Accuracy:good 


The name Anti-Tank Missile covers a varies : = 
2 ser- or radio-guided. 


Medium Rocket packs carry larger rockets, which allow each projectile to carry a bigger 
warhead. 


Medium Rocket Packs 


Purpose: 


Effective Range:400 m 


Penetration: 


Accuracy: 


Anti-Armor 


325 mm 


poor 


ROCKETS AND MISSILES 


Light Rocket Packs 


Purpose: 


Anti-Vehicle 


Effective Range: 


400 m 


Penetration: 


140 mm 


Accuracy: 


poor 


Light Rocket Packs are not very accurate, but make up for it by saturating the target area. 




































































































WEAPONS 

IISSILES 


Light Rocket Packs 

Purpose: 

Anti-Vehicle 

Elective Ranqe: 

400 m 

Penetration: 

140 mm 

Accuracy: 

poor 


: .* -a<e up for it by saturating the target area 


Medium Rocket Packs 

'jrpose: 

Anti-Armor 


E~r~.e Ranqe: 

400 m 


^eretration: 

325 mm 


Accuracy: 

poor 



*~ z 5 -l°w each projectile to carry a bigger 


^avy Rocket Packs 

^i r pose: 

Anti-Armor 


E^fecSe Ranqe: 

1200 m 


^erecration: 

400 mm 


Accu'acv: 

poor 



wesz „r guided rockets on the battlefield, are 

* h-— 


I : s E HD IX D - WEAPONS 

SOCKETS AND MISSILES 


«3€)iary Rocket Packs 


~Range: 

V-raiion: 


poor 


Anti-Gear/Scorched Earth 


170 mm 


: - rary rockets carry napalm-gel warheads and are mostly used for mass destruction. 


<wti-Tank Missile _ 

1 .'~pose: _ Anti-Armor 

inactive Range: _ 1200 to 2000 m 

: r~etration: _'_ 625 to 900 mm 

accuracy:good 


'-e name Anti-Tank Missile covers a variety of anti-vehicular guided missiles, from wire- to 
^ser- or radio-guided. 


400 m 









































































































APPENDIX D - NEAPONS 


CLOSE COMBAT WEAPONS 



Hand Grenade 

Purpose: 

Dem olition/Anti-Infa’-r - 

Effective Range: 

200 m 

Penetration: 

225 mm 

Accuracy: 

poor 


Many Gears carry Hand Grenades in case they run into unexpected trouble or to use as 
flexible demolition charges. 


BAZOOKAS 




Light Bazooka 

Purpose: 

Anti-Armor/Anti-Gear 

Effective Range: 

800 m 

Penetration: 

250 mm 

Accuracy: 

average 


The Light Bazooka is a recoilless rocket cannon which is commonly used by Heavy Gears for 
dependable, hard-striking firepower. 



Medium Bazooka 

Purpose: 

Anti-Armor/Anti-Gear 

Effective Range: 

800 m 

Penetration: 

450 mm 

Accuracy: 

average 


The Medium Bazooka is a larger model of recoilless cannon which can cause considerable 
damage to a target. 


‘PPENDIX 

D - WEAPO 

BAZOOKAS 

ieavy Bazooka 

: 'pose: 

Anti-Armor/Anti-1-a 5' 

•"active Range: 

800 m 

: a~etration: 

625 mm 

-icuracy: 

average 


The .argest recoilless cannon available o r "a " = 
ssault Heavy Gears and front-line c:~: = . - 


Sapid-Fire Bazooka 

Purpose: 

Anti-Gear 


Effective Range: 

400 m 


Penetration: 

200 mm 


Accuracy: 

average 



A bigger, tougher, fully automatic versio' :* 


























































































EAPONS 


EAPONS 


■a* Grenade 

"urpose: 

Demolition/Anti-Infanr» 

neddve Ranqe: 

200 m 

^■"etration: 

225 mm 

ccj'ccy: 

poor 


» njn into unexpected trouble or to 



:»rr Bazooka 

^pose: 

Anti-Armor/Anti-Gear 

“ : 5cr.'e Ranqe: 

800 m 

wetration: 

250 mm 

r-racy: 

averaqe 


' ch is commonly used by Heavy Gears for 


aijpi Bazooka 

Tese: 

Anti-Armor/Anti-Gear 

rcr.e Ranqe: 

800 m 

aebdUon: 

450 mm 

mcy: 

averaqe 


Rapid-Fire Bazooka 



APPENDIX D - WEAPONS 

BAZOOKAS 


ieavy Bazooka 

; -T)ose: 

Anti-Armor/Anti-Gear 

:~ective Range: 

800 m 

: enetration: 

625 mm 

itcuracy: 

average 


-e largest recoilless cannon available on the battlefield, the Heavy Bazooka is so large that 
nly assault Heavy Gears and front-line combat vehicles can carry it. 


Purpose: 

Anti-Gear 

Effective Range: 

400 m 

Penetration: 

200 mm 

Accuracy: 

average 


A bigger, tougher, fully automatic version of the standard recoilless rocket cannon. 
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APPENDIX D - WEAPONS 


LASER WEAPONRY 


An energy cannon designed for long-range performance. It uses a lot of energy, but is 
extremely efficient for sniper operations. 





Sniper Laser Cannon 

Purpose: 

Anti-Vehicle Sniper 

Effective Range: 

2000 m 

Penetration: 

145 mm (up to 250 m raree 

Accuracy: 

good 


Light Laser Cannon 

Purpose: 

Anti-Vehicle 

Effective Range: 

2000 m 

Penetration: 

196 mm (up to 250 m range 

Accuracy: 

good 


A larger version of the common Sniper Laser, the Light Laser Cannon delivers more raw 
energy to the target. 


Heavy Laser Cannon 

Purpose: 

Anti-Vehicle 

Effective Range: 

2000 m 

Penetration: 

400 mm (up to 250 m range 

Accuracy: 

good 


The largest vehicle-mounted battlefield laser, the Heavy Laser Cannon is popular for its high 
punch and lack of recoil. 


APPENDIX 

D - N 

MAGNETIC ACCEI 

Light Railgun 

: .rpose: 

Anti-Tan* 

Elective Range: 

850 m_ 

: rnetration: 

200 mr 

-ccuracy: 

average 


The Light Railgun uses magnetic a:ir s 
projectiles to fantastic speed, ca~s'; \ 


Heavy Rail6UN 

Purpose: 

Anti-A'->:<' 

Effective Range: 

4000 r 

Penetration: 

1225 r- 

Accuracy: 

average 


The Heavy Railgun is one of the ~: r. i 
battlefield. Magnetic accelerar:- sen: 
target, most often killing it 




















































































WEAPONS 


RY 


S»iper Laser Cannon 

Purpose: 

Anti-Vehicle Sniper 

Elective Ranqe: 

2000 m 

Per-etration: 

145 mm (up to 250 m ra-> 

Accuracy: 

good 


9® performance. It uses a lot of energy, but is 


Light Laser Cannon 

^jrpose: 

Anti-Vehicle 

Effective Range: 

2000 m 

Per«etration: 

196 mm (up to 250 m ranir 

Accuracy: 

good 


■ “ Laser Cannon delivers more raw 


**avy Laser Cannon 

^jrpose: 

Anti-Vehicle 

:**=•“.e Ranqe: 

2000 m 

^eretration: 

400 mm (up to 250 m ranqe 

Accuracy: 

good 


^ Heav Y Laser Cannon is popular for its high 






















































































APPENDIX D - WEAPONS 






Light Particle Accelerator 

Purpose: 

Anti-Vehicle 

Effective Range: 

400 m 

Penetration: 

100 mm 


(+ electrical damage) 

Accuracy: 

good 


The Light Particle Accelerator is small enough to be carried by the largest Heavy Gear 
models, and is thus the most common weapon of this type seen in combat. 



The Heavy Particle Accelerator has a range comparable to many projectile weapons and its 
massive electrical discharge can sometimes burn out everything aboard an enemy vehicle in 
one shot—including the crew. 


APPENDIX 

D - WEAPOl 

NEW WEAPONS SYSTEM! 

Heavy Grenade 


Purpose: 

Anti-Vehicle 

Effective Range: 

200 m 

Penetration: 

625 mm 

Accuracy: 

poor 


The Heavy Grenade is a very versatile tool, usat.e ' 
tasks. 


Heavy Particle Accelerator 

Purpose: 

Anti-Vehicle 

Effective Range: 

800 m 

Penetration: 

225 mm 


(+ electrical damage) 

Accuracy: 

good 


Gatling Laser Cannon 

Purpose: 

Anti-Vehicle 

Effective Range: 

800 m 

Penetration: 

260 mm (up to 100 - 

Accuracy: 

good 


A Gatling Laser is a rapid-firing laser that uses . p* 
capacitors faster and better dissipate the fee: 
gun effect" can be used to attack multiple targets. * - 

into each shot dissipates quickly in atmospte'e . - 

area than other continuous-firing ones. 


Anti-Gear Missile 



Purpose: 

Anti-Gear 


Effective Range: 

2000 m 


Penetration: 

225 mm 


Accuracy: 

good 

— 


A smaller, lighter version of the standarc Arr-'a'« * 
heavy armor of the larger tanks, but can ha - -. — 






















































































WEAPONS 


LERATORS 


Light Particle Accelerator 

Purpose: 

Anti-Vehicle 

E^^ective Ranqe: 

400 m 

Penetration: 

100 mm 

(+ electrical damaqe) 

Accuracy: 

good 


r e :arried by the largest Heavy Gear 

-- ^ypg seen ^ 


-€avy Particle Accelerator 

^arpose: 

Anti-Vehicle 

Elective Ranqe: 

800 m 

Penetration: 

225 mm 


(+ electrical damaqe) 

AcGi'acy: 

good 


:: "arable to many projectile weapons and its 
x : — everything aboard an enemy vehicle in 


APPENDIX D - WEAPONS 

NEN WEAPONS SYSTEMS 


Heavy Grenade 

Purpose: 

Anti-Vehicle 

Effective Range: 

200 m 

Penetration: 

625 mm 

Accuracy: 

poor 


The Heavy Grenade is a very versatile tool, usable not only in battle, but also for demolition 
tasks. 


Gatling Laser Cannon 


Purpose: 

Anti-Vehicle 

Effective Range: 

800 m 

Penetration: 

260 mm (up to 100 m range) 

Accuracy: 

good 



A Gatling Laser is a rapid-firing laser that uses multiple casing chambers to recharge its 
capacitors faster and better dissipate the heat of continuous fire. The resulting "machine 
gun effect" can be used to attack multiple targets. Although the increased energy pumped 
into each shot dissipates quickly in atmosphere, this laser can spread its fire over a larger 
area than other continuous-firing ones. 


Anti -6ear Missile 

Purpose: 

Anti-Gear 

Effective Range: 

2000 m 

Penetration: 

225 mm 

Accuracy: 

good 



A smaller, lighter version of the standard Anti-Tank Missile, this missile is useless against the 
heavy armor of the larger tanks, but can handle just about any other armored vehicle. 
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APPENDIX E - UNITS 

C.N.C.S. UNITS 


21ST BLACK JACKALS 

A unit for novices that specializes in teaching new pilots. 

Perks: Effective Combat Priority never exceeds B1 

67TH HARVEST WIND 

Posted to the Vigilance, a versatile unit that will allow pilots to 
learn and advance while taking a major role in the war. 

Perks: None 

11TH PROPHET'S WISH 

A good unit for new pilots to gain valuable combat experience. 
Perks: None 

29TH NORTHERN STAR 

Another unit which can mature inexperienced pilots. 

Perks: None 

81ST TEMPLARS 

Not the most skilled outfit in the Guard, but neither is it the least 
skilled. A good stepping stone to further greatness. 

Perks: Effective Combat Priority never falls below a C5 



31ST GRASSRUNNERS 

Supply raids which involve a member of the 31st can sometimes 
result in twice as much booty. 

Perks: Specialize in rear-area raids 

55TH STORMRIDERS 

A unit which can provide a pilot with lots of rear-area experience. 
Perks: Well-suited for rear-area raids and rear-area strike missions 











































UNITS 

TS 


t JACKALS 

:es ra: specializes in teaching new pilots. 
■ oxnbat Priority never exceeds B1 


EST HIND 

*Tiance, a versatile unit that will allow pilots to 
a-'ie taking a major role in the war. 


€T'S WISH 

- :\ots to gain valuable combat experience. 


tERN STAR 

can ~ature inexperienced pilots. 


m 

: in the Guard, but neither is it the least 

^Dcrng stone to further greatness. 

.: ~:a: Polity never falls below a C5 


RUNNERS 


..e a member of the 31st can sometimes 
^ucr booty. 

' 'ea'-a r ea raids 


RIDERS 

: *:v :e a pilot with lots of rear-area experience. 
'e='-a r ea raids and rear-area strike missions 


APPENDIX E • UNITS 


74TH NOVA REDRIDERS 

A skilled unit that will only accept pilots who have proven 
themselves in the field. 

Perks: Minimum Combat Priority is always at least a B5 


33RD ROVING GUNS 

Another unit with a specific specialty that could teach pilots 
useful skills. 

Perks: Well suited for rear-area raid and pursuit missions 


7TH CAT'S PAWS 

The Northern Guard's finest, this is an extremely difficult unit to 
be accepted into. In the Cat's Paws, you will be fighting alongside 
the best pilots in the CNCS. 

Perks: Minimum B5 Combat Priority, this highly skilled unit 
specializes in rear-area raid and rear-area strike missions 


A.S.T. UNITS 


17TH SAND DEMONS 

A unit for novice pilots, very good at teaching greens the rules of 
combat. 

Perks: Combat Priority never goes above B1 


21ST GREEN HELL 

Another novice unit. 

Perks: Combat Priority never goes above B1 


5TH TIN MEN 

A good move up from a novice unit, but not distinguished by any 
special features. 

Perks: None 


---:- 






85 



















































APPENDIX E - UNITS 








12TH IGNUS LE6I0NAIRES 


A middle-level unit that will qualify for more difficult missions 
than the novice outfits. 


Perks: Never falls below C7 Combat Priority 


49TH SILVER VIPERS 

Another middle-level unit that can build a pilot's experience and 
victory points. 

Perks: Minimum Combat Priority is always at least a Cl 


12TH AZURE DEVILS 

Primarily a reconnaissance unit, the Azure Devils can heavily 
affect the Southern MILICIA's Intelligence Level. 

Perks: Qualifies for rear-area raid missions 


99TH SKYHAWKS 

Some of the Southern MILICIA's most vicious fighters, success in 
the Skyhawks is measured by kills more than mission success. 

Perks: Qualifies for rear-area raid missions 


1ST PRIDE OF THE REPUBLIC 

Among the Guard's very finest, this is a difficult unit to be 
selected for, but offers its pilots a wide range of missions and 
guaranteed glory. 

Perks: Minimum Combat Priority is at least a B1 


2ND LEGION NOIRE - THE DAMNED 

These are the Southern MILICIA's foremost commandos, known for 
their ferocity and for their astonishing success rate. 

Perks: Specialize in rear-area strike missions, and carry a 
minimum Combat Priority of B5 at all times. Rear-area strikes 
which include a member of the Legion Noire are much more likely 
to be successful. 


APPENDIX F - H1S I 0R 


A HISTORY OF TERRA \ 


T erra Nova was discovered in 4752 AD as part r 
worlds as Earth slowly died, choked by cwp:: 
teeming with alien life and had an atm:sptee r t 
5104 AD, TN 493 in Terranovan cycles, the first cco 
temperate poles were rapidly settled, and sc~r roc 
established in the inhospitable Badlands. 


Although Earth's global government, the Hu 3“ Zc 

colonization effort, by 5790 AD (TN 1454) the po-* 
came to power and cut all interstellar shippr-g. - * 
Isolation," the colonies, Terra Nova among the- ■ 
Terranovan colonists, left to fend for them 
a dozen city-states had been destroyed in ooe- *3 
leagues for trading and mutual protection. —*- 

Northern Lights Confederacy and the Souther : :: 


The advent of the Heavy Gear in TN 1678 ( 595*: C 
machines were first turned toward warfare. 

The Southern Republic stole the plans for s. - 
the Jager. This technological advantage cave re : 
take over the entire southern polar regior. ’> . 

southern leagues had been forced to join re- e* 
by Southern Republic officials. 


Concerned with the Southern Republic s agc'er : 
of the three Northern Leagues formed the :r~er 
centuries of mutual aggression, by TN 1915 er ' 
catastrophic world war between the plane: s r : : 
formed Colonial Expeditionary Force launr ec : 
first of Earth's colonies. After centuries o r s .rcn 
of its remaining colonies, and after easily 'ea:cj 
on Terra Nova. 


When Earth's troops appeared on Caprice. ' • 
their common enemy and entered a two-anc-s-^s 
in which they successfully repelled the Ea~” 
invasion, the Confederated Northern C : 

returned to their uneasy opposition, a co.c - 
commando strikes and overt violence. Tensions: 
poised on the brink of open war. 






































APPENDIX F - HISTORY 

A HISTORY OF TERRA NOVA 

T erra Nova was discovered in 4752 AD as part of the race to find new inhabitable 
worlds as Earth slowly died, choked by overpopulation. The new planet was 
teeming with alien life and had an atmosphere nearly identical to Earth's. In 
5104 AD, TN 493 in Terranovan cycles, the first colonization ship arrived. The 
temperate poles were rapidly settled, and some pockets of civilization were 
established in the inhospitable Badlands. 

Although Earth's global government, the Human Concordat, had funded the 
colonization effort, by 5790 AD (TN 1454) the powerful "Earth First" government 
came to power and cut all interstellar shipping. In what was known as the "Age of 
Isolation," the colonies, Terra Nova among them, were cut off entirely. The 250,000 
Terranovan colonists, left to fend for themselves, formed city-states. By TN 1524, half 
a dozen city-states had been destroyed in open warfare, prompting the creation of 
leagues for trading and mutual protection, including the Humanist Alliance, the 
Northern Lights Confederacy and the Southern Republic. 

The advent of the Heavy Gear in TN 1678 (5950 AD), when mining and construction 
machines were first turned toward warfare, forever changed the face of Terra Nova. 
The Southern Republic stole the plans for the NLC's Hunter and used them to design 
the Jager. This technological advantage gave the powerful Republic the confidence to 
take over the entire southern polar region. By TN 1681 (5952 AD), all three rival 
southern leagues had been forced to join the Allied Southern Territories, dominated 
by Southern Republic officials. 

Concerned with the Southern Republic's aggression, in TN 1683 (5954 AD), the heads 
of the three Northern Leagues formed the Confederated Northern City-States. After 
centuries of mutual aggression, by TN 1913 Terra Nova was on the brink of a 
catastrophic world war between the planet's two superpowers when Earth's newly 
formed Colonial Expeditionary Force launched a surprise attack against Caprice, the 
first of Earth's colonies. After centuries of silence, Earth had decided to reconquer all 
of its remaining colonies, and after easily recapturing Caprice, the CEF set its sights 
on Terra Nova. 

When Earth's troops appeared on Caprice, North and South quickly allied against 
their common enemy and entered a two-and-a-half year (four-cycle) War of Alliance 
in which they successfully repelled the Earth invaders. After turning back the Earth 
invasion, the Confederated Northern City-States and the Allied Southern Territories 
returned to their uneasy opposition, a cold war characterized by increasingly common 
commando strikes and overt violence. Tensions are high, and Terra Nova is once more 
poised on the brink of open war. 
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CHARACTER COMPENDIUM 


^ Combat Reactions: Colonel 3anus is re: 5 
of personal injury and remains calm until tre 
end. If faced with hand-to-hand combat h's 
psych profile indicates that he will reac: 
mostly defensively and will try to defuse 
the situation using psychology. In milrta . 
warfare, his approach tends to be slic .... 
unorthodox. He is willing to sacrifice 
complete sections in a bait to the 
enemy, assuming that the 
soldiers are willing to give their 
life for their league. He believes 
in "acceptable losses and then 
some" - an attitude which makes 
him less than popular with his 
crew. 

► Vital Statistics: 

Age: 66 cycles 
Height: 1.69 meters 
Weight: 80 kilograms 
Hair Color: Brown 
Eye Color: Blue 




COLONEL ARTHUR JANUS 


Arthur Janus was born on 7 Autumn 1865 in Petropolis. His parents were low-income 
workers for Northern Petrochem with little hope for their own future or their son's. 
During the wind of change brought by Reverend Hutchison during the late Seventies 
and early Eighties, the young Janus was awed and inspired by the fiery preacher's 
charisma. His parents, who were devout Revisionists, volunteered much of their spare 
time in helping the Church, and Arthur Janus followed their lead. Showing great 
potential, he obtained a small grant from the sponsorship arm of the Prophet's 
Shield, and went on to college to study urban industrialization. Once there, however, 
he participated in militant student movements for change, and realized his true 
calling was active military service. He enlisted in TN 1892 and graduated as an officer 
in 1896. He is generally considered a devout man in his spare time, which is scarce. 

► Profession: Upon his graduation in 1896, Lieutenant Janus was assigned clerical 
duties in a border outpost. He expressed an interest in tactics and strategy 
simulations, and was noted by his superior officer, Major Patrik Creedmoor, for his 
keen intuition. In 1906, he applied for a transfer to the Indomitable. His request was 
ignored, but Major Creedmoor recommended he be assigned to a more important 
ship, and in 1907 he was transferred to the Vigilance for a one-year tour of duty. He 
was promoted captain in 1909 and was assigned his own ship, the Finesse, in 1915. 
His bravery and his ship's effectiveness during the War of the Alliance earned him a 
promotion to major in 1920. In 1928, he was promoted to colonel and returned to 
the Vigilance to replace the retiring Colonel Nero. 


► Attitudes: Colonel Janus is a severe man. He was strongly inspired by charismatic 
leaders such as Reverend Thor Hutchison during the Seventies and Eighties, and by 
strong military commanders such as Major Grant Carruthers after the turn of the 
century. He is zealously dedicated to the Norlight ideal and firmly believes it is worth 
every sacrifice. He expects the same level of devotion from the men and women 
under his command, and seems to have magnified his subordinates ideals far beyond 
what these standards actually are. As a result, he treats underlings as if they were 
highly demanding of themselves, often to their disgruntlement. 
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^ Combat Reactions : Colonel Janus is not afraid 
of personal injury and remains calm until the 
end. If faced with hand-to-hand combat, his 
psych profile indicates that he will react 
mostly defensively and will try to defuse 
the situation using psychology. In military 
warfare, his approach tends to be slightly 
unorthodox. He is willing to sacrifice 
complete sections in a bait to the 
enemy, assuming that the 
soldiers are willing to give their 
life for their league. He believes 
in "acceptable losses and then 
some" — an attitude which makes 
him less than popular with his 
crew. 

► Vital Statistics: 

Age: 66 cycles 
Height: 1.69 meters 
Weight: 80 kilograms 
Hair Color: Brown 
Eye Color: Blue 
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DUELIST EDWARD SCOTT 


Born in Marathon in 1891, Edward Scott was raised in the United Mercantile 
Federation until he was six. His father, a foreman working for Abaline Research, was 
promoted to assistant executive manager of one of Abaline's production plants in 
Livingstone and moved there with his family. At an early age, Edward was introduced 
to NeuralNets and developed an all-consuming interest for Gears. When he was 
twelve, Edward received a Gear sim for his birthday and displayed an uncanny 
aptitude to pilot them. Upon reaching seventeen cycles old and in parallel to his 
technical studies, he enrolled in the Northern Armed Forces Cadets. He graduated 
from Northco Technical Institute in 1912, right before the beginning of the War of the 
Alliance. He did not enroll just then, however, choosing to spend three more cycles in 
military college to hone his fighting skills. In 1915, inspired by the sacrifice of the 
Mauler Khans, he joined the regular forces as a Gear pilot. 


► Profession : In 1916, right in the middle of the War of the Alliance and just in time 
to greet the returning colonial forces from Earth, he was promoted to Ranger and 
assigned to the Savage Guard, a regiment stationed in Livingstone replaring the 
Mauler Khans. He excelled at Gear piloting, but had a difficult time obeying those he 
disagreed with. His rank did not improve until nine cycles after he was transferred to 
the Grim Rangers. He was then promoted to Senior Ranger and once more excelled at 
his work. In 1929, due to problems with the regiment's duelist, he was sent away 
aboard the Vigilance. Just recently, Tanee Hanberg has been reported MIA and Scott 
has been promoted to regiment duelist. 


► Attitudes : Edward Scott is known for his rough, no-nonsense attitude and for his 
loyalty to the men of his regiment. He is not afraid of putting himself at risk if it 
means saving the lives of others, although he has some difficulty fathoming the 
long-term consequences of his actions. He has a hard time obeying orders that do 
not make sense and has been known to make full use of the traditional duelist 
autonomy and authority to initiate some actions of which his commanders do not 
always approve. All in all, however, he is the epitome of the Northern idealist, and 
does not mind that image one bit. 


► Combat Reactions : Senior Ranger Scott is an incredibly versatile warrior, capable 
of adjusting his offensive to his opponent's strategies. In personal combat, he acts 
without hesitation-some say without thinking—and lashes out at any threat before 
it comes together. In Gear combat, he performs like no one else. His flawless 
execution of textbook tactics (hit the recon units, eliminate fire support, confuse the 
enemy, etc.) is complemented by his unpredictability. When his men are in trouble, 
he goes for them and stays until the very last second, unafraid to put himself at risk. 
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► Vital Statistics: 
Age: 41 cycles 
Height: 1.85 meters 
Weight: 86 kilograms 
Hair Color: Blonde 
Eye Color: Blue 
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► Vital Statistics: 
Age: 41 cycles 
Height: 1.85 meters 
Weight: 86 kilograms 
Hair Color: Blonde 
Eye Color: Blue 











































CORPORAL HENRY JANUS 

The son of Claudia Loxley and Arthur Janus, Henry Janus was born in 1905 in 
Sorrento. His father, a military man, was hardly present at home and he was mostly 
raised by his mother. He grew up admiring his father, however, and hoped to some 
day resemble him. In 1917, he discovered his mother had a lover to compensate for 
his father's absence and ran away from home. He was brought back by the police a 
few weeks later, feeling angry and betrayed. His mother immediately understood he 
knew about her lover and he asked to be sent away from home in exchange for his 
silence. She agreed and he entered the military academy at the age of 15. He 
graduated in 1925 and was assigned to the 41st infantry regiment: Terror Troopers. 
The unit was known during the War of the Alliance for its brilliant and suicidal 
exploits. 

► Profession: Henry Janus did not have an easy time making friends or fitting in 
with the other members of his regiment. He at first refused the ritual initiation 
tattoo, causing the ire of his fellow soldiers. When he gave in, acceptance did not 
follow easily. Lonely among strangers, he befriended technicians and supply officers 
more than he did his battle companions. In 1929, having had enough, he applied for 
a transfer to another unit—any unit—and was sent to the 27th Gear regiment Gear 
Grinders in Smolensk, where he was introduced to Gear piloting. It is only recently 
that he has learned of a shortage of Gear pilots aboard the Vigilance, his father's 
ship, and has applied for a transfer there. 

► Attitudes : Henry Janus is no fighter. Unbeknownst to himself, he merely seeks 
acceptance from his father by doing what he thinks his father expects of him. He is in 
truth a peaceful boy and treats battle with the casual innocence and candor of 
someone who has only practiced battle in simulators. He is loyal to his friends and 
gets very upset when betrayed or when witnessing someone who has been betrayed. 
He is normally very shy and finds it difficult to approach people as a whole, 
especially women. He prefers to keep to himself and interact with others as little as 
possible. 

► Combat Reactions: Henry prefers to play it safe and take as few risks as possible. 
When confronted with unavoidable combat, he will try to negotiate his way out or 
avoid conflict as much as possible, going so far as to giving away precious 
information on a military operation. He will only fight when all other options have 
been exhausted, and demonstrates surprising viciousness in his attacks. 


^ Vital Statistics: 
Age 27 cycles 
Height: 1.75 meters 
Weight: 67 kilograms 
Hair Color: Brown 
Eye Color: Brown 
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► Vital Statistics: 
Age 27 cycles 
Height: 1.75 meters 
Weight: 67 kilograms 
Hair Color: Brown 
Eye Color: Brown 







































PRIVATE REEVES ETHAN 

Reeves Ethan's career path was set when he was only 4 cycles old. In TN 1914, he sav. 
his uncle Reeves Tomas fight to the end in a Bear Gear to protect the family as they 
fled the Earth invasion force. Ethan spent his entire childhood and adolescence 
dreaming about becoming a Gear pilot. He was focused to the point of obsession anc 
had a tendency to explode in fury or sulk for days when things did not go his way. 
These flaws cost him dearly in TN 1931, when he finally applied to the Gear pilot 
program of the WFP Army. An outburst with another student got him expelled with 
the recruiter recommending that he 'Team discipline" as an infantryman first. Ethan 
stormed out, defeated. He spent the next few cycles in an aimless search for another 
calling, ending up as a small-time Gear racer in Innsbruck. After a near-fatal crash on 
the circuit, Ethan realized his dreams were still on the battlefield. 

► Profession: Ethan walked to a Northern Guard recruiting office in Innsbruck and 
signed up on the spot.*He refused to apply for the Gear pilot service. Instead, he took 
the Western officer's comment to heart and applied to the infantry. He completed his 
basic training in TN 1933 and was stationed at a base near Ashington. After a cycle of 
service that featured only a few border skirmishes against rover bandits, Reeves 
requested a transfer to the Vigilance and was accepted. He has recently arrived on 
board and taken his position in Platoon B. Reeves hopes that life on board a carrier 
like the Vigilance will allow him to prove himself as a Gear pilot. 

► Attitudes: Despite his renewed focus. Reeves still has to fight the character flaws 
that plagued him in his youth. Highly enthusiastic, he has a tendency toward hero 
worship and currently most admires Edward Scott, the Vigilance's Duelist - a position 
he dreams of. Reeves is also quick to judge those he thinks have done wrong. His 
sergeant has had to scold him twice for berating other recruits. Whereas he might 
have fled from such criticism in the past, however. Reeves now takes these comments 
to heart and is truly trying to better himself. 

► Combat Reactions: Reeves is very aggressive in combat, always driving toward the 
goal and employing firepower liberally. He is ready to run into enemy fire if that is 
what is necessary. Some have called him foolhardy, however, because he is not always 
open to less glamorous, but more sound, tactical choices. Reeves not only lives with 
the bold, aggressive Western model of a soldier, but is also anxious to impress his 
superiors in and out of combat. 


► Vital Statistics: 
Age: 24 cycles 
Height: 1.74 meters 
Weight: 71 kilograms 
Hair Color: Dk. Brown 
Eye Color: Brown 
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► Vital Statistics: 
Age: 24 cycles 
Height: 1.74 meters 
Weight: 71 kilograms 
Hair Color: Dk. Brown 
Eye Color: Brown 
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► Vital Statistics: 
Age: 48 cycles 
Height: 1.86 meters 
Weight: 81 kilograms 
Hair Color: Brown 
Eye Color: Brown 


CAPTAIN VICTOR ANSHAR 


Born in 1886, Anshar has a mixed heritage. His mother's parents were originally from 
Fort James and moved to the NLC in 1849, immediately after finishing their military 
service. Anshar's mother became a career Gear pilot in the Norlight army. His father, 
a mercantile from Djakarta Point, married her in 1884 and they moved to Kossuth. As 
a youth, Anshar benefited from cultural diversity that contributed to his open- 
mindedness. He was taught to love the North in all its forms and to dislike the South 
for its immorality and belligerence. Upon graduation from high school, he enlisted in 
the military. Against his own expectations, he liked the sense of belonging and 
camaraderie that pervaded the armed forces, and chose to make a career out of it. 


► Profession: On 7 Summer 1913, one mere week before Anshar graduated from 
military academy, the Colonial Expeditionary Forces from Earth landed on Terra Nova. 
He immediately applied for service on one of the Northern Landships. His marks were 
excellent and he landed a tour of duty as ensign aboard the Vigilance. He was 
wounded in late 1916 and sent back to Valeria. After he had recovered, he was 
promoted to the rank of lieutenant and became Colonel Nero's executive officer on 
the bridge. He was promoted again in 1925, and was putin command of the Vigilance 
when Nero retired in 1928. 


► Attitudes: Captain Anshar is a perfect counterpoint to Colonel Janus. His 
unswerving public support of the Colonel contrasts sharply the private arguments 
with his fellow officer, whom he nonetheless respects. He puts much stock in the 
value of the soldiers under his command and dislikes the thought of "wasting" them 
on suicide missions - possibly a result of his Mercantile heritage. He is faithful in his 
practice of Sorrento Revisionism, but has recently been exposed to Massadan 
ideologies and begun warming up to them. When interacting with the crew, he is 
usually very relaxed and casual, and seldom follows protocol to the letter. 

► Combat Reactions: In personal combat, Anshar prefers to neutralize his opponent 
and interrogate him. He carries a standard-issue 9 mm pistol and does not hesitate 
to use it if he feels his life is threatened. In Gear combat - a rare event nowadays - 
he prefers to evade his opponent and force him to waste ammo, then lead him into a 
trap. His rationale is that if anyone is going to play bait, it should be a commanding 
officer who's not afraid to do what he expects of his men. This reflects his approach 
to tactical combat, where he applies defensive tactics. 
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► Vital Statistics: 
Age: 48 cycles 
Height: 1.86 meters 
Weight: 81 kilograms 
Hair Color: Brown 
Eye Color: Brown 
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LIEUTENANT JENNIFER BROCKTON 

Jennifer Brockton was born in the United Mercantile Federation in 1893. Her father 
was an archaeology teacher at the University of Lyonnesse and her mother a stern 
and highly educated housewife who was cumulating degree upon degree in history, 
literature, sociology, economy and religion. In such an environment, Jennifer was 
brought up to appreciate civilization and its marvels. She was, however, more a 
fighter than a thinker, and felt that she had to be prepared to fight to defend what 
she held dear. She studied computer science during her regular academic years, 
participating in para-military youth movements all the while, under the disapproving 
eyes of her pacifist parents. Upon her eighteenth birthday, soon after the War of the 
Alliance broke up, she chose to turn to a purely military career. She graduated as an 
officer cadet two cycles later at the top of her class. 

► Profession : Brockton worked for several cycles in a border outpost as a regular 
commanding officer for a Gear section in the 81st Gear regiment Sudden Death. In 
1927, she was decorated for saving the lives of her section during a Badlands 
skirmish against supposedly renegade southern forces. She turned down three 
promotions (1928,1929,1931) and refused one medal of valor (1927), stating with 
stern idealism that she "didn't fight for medals, but for the well-being of all northern 
citizens." She was assigned to the Vigilance in 1930 and was put in charge of Bravo 
Company, but vanished in late Autumn 1931 during a mysterious Badlands operation. 

► Attitudes : A peace-lover by nature, Brockton nonetheless believes in protecting 
peace with a fist. She has an inquisitive nature, however, and constantly questions 
the motives behind any aggressive actions, be they her own or that of the military in 
general. Her loyalty to the Northern Guard is unswerving, however, and none of her 
teammates have any doubt that she would gladly put her life on the line if it meant 
saving others. 


► Combat Reactions : In Gear combat and various tactical situations, Brockton much 
prefers spearheading attacks to hanging back. She is not reckless or foolish, however, 
and always makes sure the attack is well planned and that she is properly backed up 
by reliable, competent pilots—preferably volunteers if the mission is highly risky. She 
favors destroying her opponent's movement system, acting on the principle that on 
the modern battlefield, the only thing keeping you alive is speed. When outnumbered 
three to one or more, she becomes very defensive and seeks reinforcements. She 
always puts the safety of her pilots above her own. 
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► Vital Statistics: 
Age: 39 cycles 
Height: 1.62 meters 
Weight: 54 kilograms 
Hair Color: Brown 
Eye Color: Blue 
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Age: 39 cycles 
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COMMANDANT ROBERT MURENE 

Draco Commander Robert Murene was brought up to be better than those around 
him. The son of two farmers from the ALbigen region of the Southern Republic who 
wanted him to succeed more than they had, he was pushed to surpass all of his peers 
in all aspects of his schooling. Graduating at the top of his class, he enrolled in the 
SRA's military college and graduated with his first posting to the 2nd landship fleet 
in TN 1899. By the time of the War of the Alliance, Murene had risen to the rank of 
sous-commandant and was captain of a Baronet-class ship. The Terranovan landship 
groups were prime targets for orbital strikes, and Murene's group was no exception. 
His commandant was killed by a direct hit on the bridge from a particle cannon and 
he was automatically put in command of his group. He performed his duties well, and 
kept his promotion after the War. 

► Profession : Murene has risen to the command of the Draco Escort Group, which is 
normally attached to the SRL Chamberlain Battle Group. He is often given unusual 
missions that take him and his group far away from friendly support. Prone to 
exacting detail with his orders and extremely harsh punishments from those who fail 
to meet his expectations, he is feared by many of the people who are under his 
command. A fine strategist and fair tactician, Murene has been passed over for 
promotion several times due to some slight marks in his personality profile. He is 
dismayed by this, but has accepted it and serves his country in the capacity he has 
been given. He knows that the only other Commandants in competition for the next 
promotion do not meet the 6 cycle minimum needed for advancement, and he 
intends to take advantage of this fact. 

► Attitudes: Commandant Murene is a harsh man who demands the utmost in 
loyalty and service from those assigned under him. He is prone to temperamental 
outbursts and acrid comments for seemingly insignificant slights. Despite his 
arrogant attitude, Murene knows just how far he can push those around him, and he 
rather enjoys walking that fine line. His own variation on the code of honor focuses 
on the acquisition of power, and he has had his duelist defend it on several 
occasions; there are rumors that his duelist owes him a great debt for some past act, 
but no one has been able to prove this one way or the other. 

► Combat Reactions: Murene avoids personal combat whenever possible, since he 
has underlings who can easily take care of that for him. When on the bridge of his 
landship, he uses force slightly beyond what is necessary, and does not hesitate to 
give orders that others might deem questionable. He is notorious for his loose 
definition of a "military target," and pilots who serve under him quickly learn to stifle 
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their protests or spend time ir re 
until they have come around to h : s 
point of view. One of his favorite 
tactics calls for forward observers 
to feed coordinates to his ship's 
guns against lightly armored 
targets. 

► Vital Statistics: 

Age: 59 

Height: 1.72 meters 
Weight: 85 kilograms 
Hair Color: Black 
Eye Color: Brown 
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their protests or spend time in the brig 
until they have come around to his 
point of view. One of his favorite 
tactics calls for forward observers 
to feed coordinates to his ship's 
guns against lightly armored 
targets. 


► Vital Statistics: 
Age: 59 

Height: 1.72 meters 
Weight: 85 kilograms 
Hair Color: Black 
Eye Color: Brown 










































NCS19 VIGILANCE 


The massive Terranovan Landships are made possible by the planet's peculiar 
magnetic properties, which allow considerable mass to be lifted by magnetic fields. 
Because of the expense of building and maintaining Landships, each league has only 
a few of the largest. The Vigilance is one of the CNCS's largest vessels, and is 
spearheading the Northern Guard's current operations in the Badlands. 


SPECIFICATIONS 

Name: 

Vigilance 

Class: 

Vortex 

Production Code: 

NCS19 

Manufacturer: 

Zagazig LandNaval Dockyards 

Use: 

Landcarrier 

Length: 

285 m 

Width: 

112 m 

Height: 

70 m 

Overall Weight: 

50,000 tons 

Armor Material: 

Durasheet Heavy Laminate 

Average Armor Thickness: 

1.5 m 

Maximum Speed: 

36 kph 

PowerpLant: 

3.5 GW Fusion Core 

Secondary Powerplant: 

4 x 60 MW Turbogenerator 


WEAPONS 

6 x 250 mm cannon 

200 rounds each 

4 x missile launcher 

64 missiles each 

8 x laser cannnon 

300 shots each 

4 x 10 mm PDS 

2000 rounds each 


VEHICLE COMPLEMENT 

60 Gears (unspecified) 

6 Atlers 

6 KLemms 

3 Mammoths 

2 Scorpions 

4 Dragonflies 

8 Redjackets 

4 Eagles 


INFANTRY 

160 soldiers 


CREW COMPLEMENT 

64 officers 

476 enlisted personnel 

798 support crew 
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RLS-27 DRACO 




A mainstay of the Southern MILICIA fleet, the Draco has been posted to the Badlands 
in direct response to the Vigilance's presence there. Lighter and faster than the 

Vigilance, it still packs heavy artillery and can transport a large number of Gears and 
other vehicles. Landship battles, though rare, are spectacular, and if the Vigilance 
and Draco do face each other, the outcome may decide the future of the Badlands. 



SPECIFICATIONS 



Name: 

Draco 



Class: 

Khan 

gt 


Production Code: 

RLS-27 



Manufacturer: 

Republican Dockyards, Marabou 



Use: 

Assault Landcarrier 



Length: 

260 m 



Width: 

50 m 

4 


Height: 

70 m (w/ comm tower) 



Overall Weight: 

40,000 tons 



Armor Material: 

Heavy Laminate 



Average Armor Thickness: 

1.3 m 



Maximum Speed: 

42 kph 



Powerplant: 

2.6 GW Fusion Core 



Secondary Powerplant: 

6 x 80 MW Turbogenerator 






WEAPONS 



5 x 150 mm cannon 

500 rounds each 

f ' ^ 


14 x missile launcher tubes 

4 missiles each 



2 x laser cannon 

300 shots 



2 x 10 PDS 

2000 rounds 






VEHICLE COMPLEMENT 

30 Gears 


1 Hun 

I 


1 Visigoth 



2 Quetzals 



1 Titan 

1 


2 Nagas 


3 Elans 



4 Caimans 



2 Evil Eyes 


1 Walfish 



1 Artemis 




1 


INFANTRY 

40 soldiers 

I 



I 


CREW COMPLEMENT 

18 officers 

P 


118 enlisted personnel 

' 1 ■ 

104 

199 support crew | 
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Story 
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Writers 
Peter Ocko 
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Editor 

Chris Hepburn 

Voice Over Recording 
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Martin French 

Gaffer 

Chuck Mason 
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Key Grip 
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Ranger Scott 
Chris Stapleton 
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Bari Buckner 
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Robert Gevrekian 

Colonel Junus 
Scott Kloes 

Corporal Henry Janus 
Ron Pacheco 
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Michael Halsey 
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Extras 

Jimmy Austin 
Brian Celano 
Marina Freeman 
Bridget McBride 
Keith Jennings 
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Jim Riordan 
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Director of Technology, 
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Producer 
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CONFIGURATIONS FOR 

emery gear 

■ Top Secret Recon Maps 

■ Complete Strategies for 
All 32 Missions 

■ Hard-Core Multi-Player Tactics 
for Head-to-Head Combat 

■ All the Strategies Straight from 
the Designers at Activision 

...in the only Official Guide 
from BradyGames. 
P-mWW IIIIBradyGMS * 

mmmmmamBmB strategy guides 

Visit us at our website - www.bradygames.com jjl 


To order, call 

r 1-800-428-5331 

(Mention Source Code GEAR) 
Or contact your local retailer. 
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the elements.. .and rule the 


Available on Windows 95 
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where prohibited by law. Must be paid fo r ~ -r :: sn 
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Dark Reign: The Future of War is a real-time action 
strategy game that features some of the most 
advanced features in the strategy gaming market. Features include player- 
customizable Al, realistic terrain effects and a mission construction kit. 


PREPARE TO DOMINATE THE 
STRATEGY WARS! 

-FOR ONLY $46.95*! 

To Order Call: 1 800 477 3650 

Mention special offer code: SM014 


Available on Windows® 95 

- p lus $6 for shipping and handling ($10 for Canadian orders). 



REAL-TIME STRATEGY REACHES 
NEW HEIGHTS—TOR ONLY $46.75 

To Order Call: 1-800-477-3650. 

Mention special offer code: XSM014 

A merciless storm rages in the world of Nimbus, 
a celestial universe of warring island tribes 
ruled by the Furies: Rain, Wind and Thunder. One island is yours to 
command. One Fury is yours to honor. Bridge the heavens to enemy 
islands and annihilate the opposition. Capture and sacrifice their High 
Priests to gain Knowledge from your patron Fury. Harness the power of 
the elements.. .and rule the skies. It’s really different out here. 


Available on Windows* 95 

*Plus $6 for shipping and handling ($10 for Canadian orders). 

CA, MA, NC, NY, OH residents add applicable sales tax. Offer expires 6/30/98. Offer valid in US and Canada only. Void 
where prohibited by law. Must be paid for in US dollars. Canadian customers will be responsible for applicable duties/ 
taxes. Activision is a registered trademark and Dark Reign: The Future of War is a trademark of Activision, Inc. © 1997 
Activision, Inc. All rights reserved. All other trademarks and trade names are the properties of their respective owners. 
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SOFTWARE LICENSE AGREEMENT 

IMPORTANT - READ CAREFULLY: USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW. “PROGRAM” INCLUDES THE SOFTWARE 
INCLUDED WITH THIS AGREEMENT. THE ASSOCIATED MEDIA. ANY PRINTED MATERIALS, AND ANY ON-LINE OR ELECTRONIC DOCUMENTATION. AND ANY AND ALL COPIES AND ^ 
DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, INSTALLING, AND/OR USING THE PROGRAM, YOU ACCEPT THE TERMS OF THIS LICENST^ 
WITH ACTIVISION. INC. (“ACTIVISION”). 

LIMITED USE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to install and use one copy of this Program solely and exclusively 
for your personal use. All rights not specifically granted under this Agreement are reserved by Activision. This Program is licensed, not sold. Your license confers no title or ownership in | 
this Program and should not be construed as a sale of any rights in this Program. 

OWNERSHIP. All title, ownership rights and intellectual property rights in and to this Program and any and all copies thereof (including but not limited to any titles, computer 
code, themes, objects, characters, character names, stories, dialog, catch phrases, locations, concepts, artwork, animation, sounds, musical compositions, audio-visual effects, methods ol 
operation, moral rights, any related documentation, and “applets" incorporated into this Program) are owned by Activision or its licensors. This Program is protected by the copyright laws 
of the United States, international copyright treaties and conventions and other laws. This Program contains certain licensed materials and Activision’s licensors may protect their rights in 
the event of any violation of this Agreement. 

YOU SHALL NOT: 

• Exploit this Program or any of its parts commercially, including but not limited to use at a cyber cafe, computer gaming center or any other location-based site. Activision may offer a 
separate Site License Agreement to permit you to make this Program available for commercial use; see the contact information below. 

• Use this Program, or permit use of this Program, on more than one computer, computer terminal, or workstation at the same time. 

• Make copies of this Program or any part thereof, or make copies of the materials accompanying this Program. 

• Copy this Program onto a hard drive or other storage device; you must run this Program from the included CD-ROM (although this Program itself may automatically copy a portion of 
this Program onto your hard drive during installation in order to run more efficiently). 

• Use the program, or permit use of this Program, in a network, multi-user arrangement or remote access arrangement, including any online use, except as otherwise explicitly provided i 
by this Program. 

• Sell, rent, lease, license, distribute or otherwise transfer this Program, or any copies of this Program, without the express prior written consent of Activision. 

• Reverse engineer, derive source code, modify, decompile, disassemble, or create derivative works of this Program, in whole or in part. 

• Remove, disable or circumvent any proprietary notices or labels contained on or within the Program. 

• Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations. By using this Program you are warranting that you are not a “foreign per-1 
son,” as defined by U.S. government regulations, or under the control of a foreign person. 

LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording medium on which the Program is recorded will be free from defects in 
material and workmanship for 90 days from the date of purchase. If the recording medium is found defective within 90 days of original purchase, Activision agrees to replace, free of 
charge, any product discovered to be defective within such period upon its receipt of the Product, postage paid, with proof of the date of purchase, as long as the Program is still being 
manufactured by Activision. In the event that the Program is no longer available, Activision retains the right to substitute a similar program of equal or greater value. This warranty is limn 
ed to the recording medium containing the Program as originally provided by Activision and is not applicable to normal wear and tear. This warranty shall not be applicable and shall be 
void if the defect has arisen through abuse, mistreatment, or neglect. Any implied warranties prescribed by statute are expressly limited to the 90-day period described above. 

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF 
MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR 
OBLIGATE ACTIVISION. 

When returning the Program for warranty replacement please send the original product disks only in protective packaging and include: (1) a photocopy of your dated sales receipt; (2) 
name and return address typed or clearly printed; (3) a brief note describing the defect, the problem(s) you are encountered and the system on which you are running the Program; (4) if 1 
you are returning the Program after the 90-day warranty period, but within one year after the date of purchase, please include check or money order for $10 U.S.(A$17 for Australia, or 
£10.00 for Europe) currency per CD or floppy disk replacement. Note; Certified mail recommended. 


In the U.S. send to; 

Warranty Replacements 
Activision, Inc. 

P.O. Box 67713 

Los Angeles, California 90067 


In Europe send to: 
Activision 
Gemini House 
133 High Street 
Yiewsley 
West Drayton 
Middlesex UB7 7QL 
United Kingdom 


In Australia send to; 

Warranty Replacements 

Activision 

P.O. Box 873 

Epping, NSW 2121, Australia 


LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL. INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR 
MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL. COMPUTER FAILURE OR MALFUNCTION AND. TO THE EXTENT PERMITTED BY LAW 
DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES ACTIVISION'S LIABILITY SHALL NOT EXCEED THE ACTU¬ 
AL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE 
EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITAIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO 
YOU THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 


If you have any questions concerning this license, you may contact Activision at 3100 Ocean Park Boulevard, Santa Monica, California 90405, (310) 255-2000, 
Attn. Business and Legal Affairs, legal@activision.com 


TERMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to comply with its terms and conditions. In such event, you 
destroy all copies of this Program and all of its component parts. 

U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have been developed entirely at private expense and are provided as “Commercial Computer Software" or I 
“restricted computer software." Use, duplication or disclosure by the U.S. Government or a U.S. Government subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) j I 
of the Rights in Technical Data and Computer Software clauses in DFARS 252.227-7013 or as set forth in subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted 
Rights clauses at FAR 52.227-19, as applicable. The Contractor/Manufacturer is Activision, Inc., 3100 Ocean Park Boulevard, Santa Monica, California 90405. h 

INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, you agree that Activision shall be entitled, without bond, l • 
other security or proof of damages, to appropriate equitable remedies with respect to breaches of this Agreement, in addition to such other remedies as Activision may otherwise have f 
under applicable laws. 

INDEMNITY. You agree to indemnify, defend and hold Activision, its partners, affiliates, contractors, officers, directors, employees and agents harmless from all damages, losses and 
expenses arising directly or indirectly from your acts and omissions to act in using the Product pursuant to the terms of this Agreement 9 

MISCELLANEOUS. This Agreement represents the complete agreement concerning this license between the parties and supersedes all prior agreements and representations between ‘ 
them. It may be amended only by a writing executed by both parties. If any provision of this Agreement is held to be unenforceable for any reason, such provision shall be reformed only to I 
the extent necessary to make it enforceable and the remaining provisions of this Agreement shall not be affected. This Agreement shall be construed under California law as such law is I 
applied to agreements between California residents entered into and to be performed within California, except as governed by federal law and'you consent to the exclusive jurisdiction of \ I 
the state and federal courts in Los Angeles, California. 
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3 sy - :-=NS£ "-vs SET FORTH BE_:.‘. ‘«=OGRAM* includes the software 

- - : - ' 'v.\f " E.ECTOQN : DOCUMENTATION. and any and all copies and 

- KVOR USING THE PROGRAM, YOU ACCEPT THE TERMS OF THIS LICENSI 

_ K ,-jnse •- r j use one copy of this Program solely and exclusively 
- ■ -"gran is licensed, not sold. Your license confers no title or ownership in 

r: : ih< ^zcrar and any and all copies thereof (including but not limited to any titles, computer 
h ■ a - *:-* rmtficr: sounds, musical compositions, audio-visual effects, methods ol 

; cwnec by Activision or its licensors. This Program is protected by the copyright law: 

r licensed materials and Activision’s licensors may protect their rights in 


r*; B 3 , 7re - -ge computer gaming center or any other location-based site. Activision may offer a 
M Tar mrer a jsc. s® the contact information below. 

MK rmojer b -a y workstation at the same time. 
mb na* crcswng &ss Program. 

* rrc Bvqnr rzr re x -bed CD-ROM (although this Program itself may automatically copy a portion of 

■■pjuiL i : -= r ;ce ixess arrangement, including any online use, except as otherwise explicitly provided 

<■» =ree r ~ : without the express prior written consent of Activision. 

1 3* ae-’.s *- *: '«s i this Program, in whole or in part. 

(sa mt'f re-‘ngram. 

aws: i:_ aliens. By using this Program you are warranting that you are not a “foreign per- 

ma&vFZT 

mm »fte Vcn - ra ne recording medium on which the Program is recorded will be free from defects in 
icafl£ mskr : :. ■: defect w within 90 days of original purchase, Activision agrees to replace, free of 
wm m tie roc cosage paid, with proof of the date of purchase, as long as the Program is still being 
■* at -: r -a *: re' ght to substitute a similar program of equal or greater value. This warranty is limit- 
» ao : arc s -a app cable to normal wear and tear. This warranty shall not be applicable and shall be 
preserved by statute are expressly limited to the 90-day period described above. 

S A -E’-ER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF 
vr \: "HER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR 


" ' :: • ■ protective packaging and include: (1) a photocopy of your dated sales receipt; (2) you 

me : r - s you are encountered and the system on which you are running the Program; (4) if 
Mere 3= ;• purchase, please include check or money order for $10 U.S.(A$17 for Australia, or 
« Tsa-nen ox. 

In Australia send to: 

Warranty Replacements 

Activision 

P.0. Box 873 

Epping, NSW 2121, Australia 


-y see : v \>; eeval ;r consequential damages resulting from possession, use or 
:f :-t: : a _ :: v-uter failure or malfunction and, to the extent permitted by law 

y ■•€ =*:sss - " OF SUCH DAMAGES. ACTIVISION'S LIABILITY SHALL NOT EXCEED THE ACTU- 

:: vr ,v limitations on how long an implied warranty lasts and/or the 
SB. s: "■€ AEC ,-_ V TAiONS and/or exclusion or limitation of liability may not apply to 
€ : thts which vary from jurisdiction to jurisdiction. 

i r automatically if you fail to comply with its terms and conditions. In such event, you musl 

pee *:-xea entirely at private expense and are provided as “Commercial Computer Software" or 
J : - : B: .e—-ent subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) 

I- : - £ :-.h in subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted 
:• 100 Ocean Park Boulevard, Santa Monica, California 90405. 

i »He ^jras-e" «ii net soecifically enforced, you agree that Activision shall be entitled, without bond, 

- s Agreement, in addition to such other remedies as Activision may otherwise have 


■met ztt-c : - officers. directors, employees and agents harmless from all damages, losses and 
I re =-xlc : .-suan: to the terms of this Agreement 

■5 ~ ; :sr — -r e parties and supersedes all prior agreements and representations between 
er r r ; \nerfr: .$ neid to be unenforceable for any reason, such provision shall be reformed only t( 
■ - • :>• jt: affected. This Agreement shall be construed under California law as such law is 
:• except as governed by federal law and"you consent to the exclusive jurisdiction of 



i a nx Icia- -r* Boulevard. Santa Monica, California 90405, (310) 255-2000, 
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